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From the series that reinvented historical real-time strategy

comes an evolution of epic proportions - a powerful new
interface puts you in control as never before. Relive the

complete span of human history as you lead your civilization

through 12,000 years of conquest. v«
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www.empireearth2.com Unprecedented Control

Real-time Picture-in-Picture creates

a whole new level of command.
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Sequel to GameSpy’s PC Game of the Year

CONQUER
THE WORLD

CONTROL THE
BATTLEFIELD,

? plgffin

Unequaled Scape Unrivaled Realism Multiplayer Domination

Command over 500 unique units and Adapt your tactics to manage changing Play free online in 9 challenging

buildings in your 12,000-year conquest, seasons and inclement weather, modes with up 1o 10 players.
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ADVENTURES

32 CRYPT OF
CRIMSON STARS
by Andy Collins and James Wyatt

Rumors of an Ebcrran

d ragons h ard of co ormous size

and power have reached the city

ofSham. Unfortunately, the shard

is concealed within aTbknta

Plains tomb located below a camp

ofcruel halfling nomads and

their dinosaur pets. ArEhej^ron

adventure For^th-level characters.

20 SALVAGE OPERATION
by Mike Mearls

Yeats ago, a merchant's fortunes

collapsed when 3 ship iilkd with

his wares vanished on the high

seas. Four days ago the ship was

spotted again, listing ferribly

and adrift at sea. Will your PCs

help (he merchant recover the

sinking derelict? Are they prepared

for what lurks within? A D^D
Adventure for 2nd -level characters.

44 THE AMARANTHAAGENDA
by Phillip Larwood

What happens when a sinister

conjurer catches a dryad and

manages to bind her fey spirit to a

carnivorous tree thorn the Abyss?

The caretakers of Hanaii's Cradle

found out the hard way. Can ihe

PCs reclaim this sacred elven site

from its corrupted mistress? A D^D
adventure for i3thdevel characters.

56 QUICKSILVER HOURGLASS
by Anson Carol ya

Hidden behind lime itself i he

Quicksilver Hourglass holds n

terrible prisoner. Yet now, the leader

of a tfa nspliuiar conspiracy of

vampiric masterminds has invaded

his prison, intent to unleash death

upon (he multiverse. An epic D^D
adventure for jdthdcvel characters

PUNGEON JUNE 2005
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A war forged fighter

faces oft" against a

ravenous T- Rex in

this scene from arlisl

Howard Lyon. Death

and dinosaurs on the

Taftnta Plains.

!4

She also was covered in white fur up JB
to her throat and held a long straight

golden wand in her right hand and wore £j|

a golden crown on her head. Her face

was white—not merely pale, but white like

snow or paper or icing sugar, except tor her

very red mouth. It was a beautiful face in other

respects, but proud and cold and stem/

CS, lewis

The Lion
,
the Witch, and the Wardrobe

1^(C advantage of the RPGA'5 Player

Rewards program by scoring points

with the adventures from this issue of

Dungeon! Each adventure is worth

z D^iD Player Rewards points, and

remains active until 7/28/05*

Drop by wwwjpgaxom lor more details,

and use the following adventure codes:

Crypt of Crimson Stars {lIjCCiDN]

Salvage Operation (123SQ1DN)

The Amaranths Agenda (lipVAj DN)

Quicksilver Hourglass ju^QHiDN}
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Take control of your army of WARJACKS—ash

spewing, steam belching iron giants of destruction!

Commanded by your spell slinging warrior -general,

the warcaster, the forces of WARMACH1NE set the

battlefield ablaze with an arsenal of arcane magics

and deadly burning lead.

Victory favors the bold!

J
Winner of three Origins awards including

Best Fantasy Miniatures Rules, Best Fantasy Miniatures Series

and the Gamers Choice Miniatures Award.
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Tsikr yoltr butlU's lo ihi: noxl level

with the WARMACM I NE: Prime

rulebonk. It ineluclrsi everything

you nerd to mmmm ml ;i legion uf

troops i is well hn in-depth world

hiirkj’round nrtd -i modeling guide

from the world’s top modeler*.
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(h i KtsirLrd fast with only it BatiEdiox, Each

box cmitains* n 1 ully ptuynhlr and b« Innerd

ban Ingroup and ihv rulrs you suvd hi fan-

off your opponent.

Ask your retailer for a WARMACHINE Battlebox today* imss

Check out www.privateerprcss-com for more information and to find out why

thousands of WARMACHINE fans have made it an MfOPF/IBif force in the industry.



FROM THE EDITOR

f a I have this, crazy idea.'

*
Chris Thompson told me

one summer day.
,L

I m going

to publish a whole campaign, from start

to finish. I'm thinking we’ll set it in a

city built into a volcano. We can gel our

favorite professional game designers and

our Favorite regular contributors to put

together the adventures, and the whole

thing will he written from a single out-

line From the beginning.* He balanced

From foot to foot, nodding rapidly, his

eyebrows stretched to the sky.

"What do you think?
11

he asked.

"Arc you kidding?
11

1 replied.
1
’! think it

sounds @#&#ing brilliant. ] want a spot

at the lunchtime playtest."

A year later, after Chris left his posi-

tion as editor-in-chief of this magazine

for the dream job ofediting Djucom, the

Shackled City Adventure Path fell under

my purview, and into the able hands of

Mr. James Jacobs, our diligent managing

editor. We continued Chris's work, meet-

ing with authors to mull over important

story points, crafting carefully worded art

orders to send to cartographers and illus-

trators, and marveling at the absolutely

devious stuff our authors kepi throwing

at us. We missed it the minute it ended.

Even before the Shackled City went

out with a literal bang, T started tinkering

with the concepts and ideas that would

form the basis of Dunceon h

s next full-

feature campaign, the Age of Worms
Adventure Path.

Starting next issue, we\l I take you and

your players on an epic quest spanning

twelve issues ofDunceon, with supple-

mentary material in Dimcon and online

it paizo.com. Age of Worms wilt take

your player characters From the desper-

ate days of ist level all the way to the

awesome responsibilities ofzolh. Along

the way they'll battle diabolical cults,

halt a lizardfoJk invasion in its murky

tracks, infiltrate the den of a dopple-

ganger spymaster, and slay an undead

consort to Tiamat

Since I he beginning ofhistory, human-

ity has measured time in Ages. Ages of

Glory, of Dreams, and even of Great

Sorrows mark the human tally of years,

giving a sense of order to the events of

past centuries. Hut one age has yet to

occur—an age of darkness, of decay,

and of writhing doom. Witty bards and

wrathful preachers know it as the Age

ofWorms, wearing it into the peripher-

ies of their passion plays as a mythic era

of destruction that could begin at any

time. Astrologers, diviners, and the ser-

vants of Fate know more. The canniest

among them fear that the Age ofWorms
has already begun.

The campaign nearly action takes place

more than a thousand miles From ihe

city of Cauldron, but Fans of the Shack*

led City will sec few familiar faces in

the Age ofWorms Adventure Path, The
Ebon Triad, a shadowy cult who assisted

the CagcwTights, plays a major role in the

Age ofWorms, attempting to hasten its

onset as a precursor to their despicable

goal. The mysterious Celeste appears

once more* and this time well even let

you in On the secret. Speaking of secrets,

litre are a few dues to get Ihe mind wan-

dering for you D^D scholars out there:

Posh, Dragotha, Khe!lck
f
Redband, and

most importantly, Kyuss.

So Far, Age ofWorms authors include

Wolfgang Baur, Sean K Reynolds, Mike

Mearls, Jesse Decker. Tito Leati, and

Greg A. Vaughan. Keith Baker and Eric

L. Boyd will provide Eberron and

Forgottem Realms conversion notes.

James and I will each contribute a single

installment. After spending so much
time plotting out the series and obsess-

ing over its liniest detail we simply

couldn't resist.

My installment, “The Whispering

Gun" comes next month, as part of a

special oversized issue complete with a

huge map ofDiamond Lake, the corrupt

mining town that anchors the first act of

the Adventure Path. As I write this I’ve

been running the playtest for five weeks,

-md I hope you and vour players enjoy it

as much as we have.

Erik Mona
erik.m 0 n a rZfi paJzo.eom
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PRISON MAIL

I* II us what you think of this isfUe.

Write to: PH*un Mail, Pairo Publishing* 3700

Richards Read, Suite iai r Bellevue. WA ^15poj-

4200 or seod *n email te dungeon@p;iizacdffl*i

mail
(FtairSlfeti by Mile Uhtiy

Readers adored Sean K Reynolds's

Dungeon debul, wdh "The Lost

Tern pie of Demogorgon,' a deadly

dungeon crawl packed with evil

baboons, troglodytes, and fiendish

apes. “Forsaken Arch" by Timothy J,

Haener, allowed us the chance to give

more exposure to the kenku, a favorite

monsler of the Dungeon staff.

"The Obsidian Eye" by Nicolas

Logue and Brendan Vitiorson, took

Dungeon readers on a trip lo a dis-

tant desert, giving everyone a chance to

see new rules from Smdstotm in play.

Judging by the response, you liked

what you saw.

Incredibly, my editorial drew the

most mail and message board com-

mentary. In it I discussed Castle

Bristol, a DScO epic from a 7- year- old

Erik Mona. The dungeon included

evil beasts known as explosion

dogs that, you guessed il, explode.

There's something about animal

chunks lhal really gets Dungeon
readers motivated to write in. Come
and get it

L

Lastly, issue #120 included part

three of Dungeon's popular four-pad

Wok to of Greyhawk poster map.

We're currently working with Wijaids

of the Coast to decide what official

areas will next receive the royal treat-

ment, and your feedback on the mat*

ter is ofcourse most appreciated. Back

issues of Dungeon #120 and dozens

of other great issues are available now

at paFzo.com.

Shackled City Hardcover

] have finally found the time to write

to you to express my opinions on the

"new look 'orDuNcrfiN. In one word;

FANTASTIC! I feel it is more stream-

lined, with the adventures cater-

ing for all levels, areas, themes and

great artwork!

I particularly enjoy (he new articles

by Monte Cook and wil Wheaton.

Wil's take on the gaming world has

me laughing, and I think it's refresh-

ing to read that a star like this enjoys

’"getting his geek on
1

' as much as us

mere mortals.

As far as the adventures are con-

cerned, ] think it would be coot to see

the Cauldron Adventure Palh published

as either a softback or available for

download. I missed out on issue #104!

Also more ADJ^D adventures converted

to j.5 edition!

Keep up the great work, a we 11 -deserved

thumbs up from me!

Matthew

Via Email

Well, MdUhrw, f hEiue some wry herd news

foryou andfor alt Dungeon icaden. Patio

Pub/fehmij has no current plans lo release

the Sharped City Adventure Perth in p soj?-

hurit ur fp multi! if owiltpfrJ* jfar downfoud
-

.

Jt'sjust not fjoimj to happen.

fnjre^d, Wfue decided to release ft os a

4iS-pnge hardcover. For % you'll

11 unforgettable udven lores from David

Noonan, Christopher Perkins, Chris Thpm-

asson t Jesse Decker*JamesJacobs, and Tito

Leati plus dozens af neur if/ustrolfons, a

puEf-nnf mop tooklet, and o huge paster

mop of the city of Cuufdron. UteTf also

include 0 camplelr/y ntw ^hactcEed City

adventure from Christopher flcrlcjns, Luolc

for Dungeon Classics: The Shackled City

Adventure Path ihfrjuly ol/rrc gonre s lores

uncJ online at pohoxem.

Map This!

In a rcccnl issue, yon asked for suggestions

fo r possible poster maps in I he future.

Here's my vote—or, ralher, voles.

t. Central and western regions of

Oerik. It would be great to see more

of She Greyhawk world given form

and detail.

a. DETAILED city maps. The map of

Cauldron in issue #97 was great!

Poster maps of the city of Greyhawk

or of major cities in the Forgotten

Realms would be terrific. I know

some of these cities had maps made

of them for old TSR products, but a

lot ofnew gamers (or returning gam-

ers. like me) don't have access to those

old maps.
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This Month in Dragon

Dragon #332

Dragon gives you Lhc best in gam-

ing, presenting new 0 Aid a I rules,

original game eon ten l, great advice,

and I he perfect inspiration for your

DS^D game. In each issue, you'll also

see what cool products are on the

horizon, find out what other players

are up to. and gel an insider^ look

it the Industry, Get more from your

game: Get Oweowf

Chromatic Player Characters
fay Mrlrr McArtor

You asked for It E Last year, Dragon
brought you Ihe rules for playing

metallic dragon PCs, This year, we

delve deep into the black heart of

evil dragons, presenting all five

chromatic dragons broken down
into levels you can use for your

player characters.

Cult of the Dragon Below
fay Krilfa Soter

Lbs kron s creator gives us insighl

into ihe diabolical plans of those who

worship the horrors of Khyber, the

Dragon Below.

Cutting up the Dragon
fay Matt foriwek

The dragon is dead, but what do you

do with the carcass? Learn about the

juiciest bits and what you can make

out of them*

Plus!

A super-sized Ecology of the Kobold,

Dragon Spells, Class Acts, Bazaar of

the Bizarre, First Watch. Scale Mail,

Spelters fl, Sage Advice, and comics.

3. Detailed ocean Hoot maps of places

like the Azure Sea, the Solnor Ocean,

or the Dramidj Ocean. Similar maps

for important, large bodies of water

in the Forgotten Realms would be

nice too,

4. Ancient maps. For example, what did

the physical and political landscape of

the Flanatss look like 1,000 or 3,000

years ago?

5. Historical maps. Maps that show the

migration of peoples, the campaigns

ofarmies, trade routes, the occurrence

ofimportant events and so on.

On the subject of useful maps in

general, another product that ]

r

d find

interesting and very handy would be

good 11x17 outline maps of the dif-

ferent regions of both the Planless

and Faertin. Black and white maps
with no names for anything and no

politics! symbols represented—just

physical symbols for mountains,

hills, rivers, and bodies of water,

drawn to a scale easily re-scaled by

hand (using standard ruler divisions

to Create larger and smaller scales}.

Although I imagine this is probably

an idea better suited to Dracojv, it

might make a good supplement for

the Campaign Workbook. This would

allow OMs like me, who enjoy gaming

on the fringes of simulation, to pho-

tocopy the map template and make
alt kinds of special purpose maps on

the largest standard copy paper size

available.

Lyon Viroslko

Billings, MT

No Disrespect Intended

3 would like to know why you allowed

the Critical Threat in Dungeon #114

to be published with its current name
oTLassiviren?

As a resident of Finland, t find it

quite offensive that One of our most

respected Olympians is degraded by

giving his name to a fictional assas-

sin character, only because the man/

woman who originally created that

character obviously thought that tak-

ing an existing foreign name would

be a good idea instead of showing

a shred of originality by creating a

proper fantasy name.

More information about Lasse Viren:

h tip://www. olympk.c rg/u k/at hie tes/

herocs/bio^u k.asp ?PAR_I _ID=--4j47E

I hope you avoid such errors in

the future.

Sampo Haarlaa

Via Email

Oil whal a difference a voivef mailers! Las-

sfuiren the Durlfjirst appeared in thfjrrsi

edition Rogue’s Gsltery, published Iff 15180.

Whih i suppose It's possibfr that ihr authors

oj that ur&rk tool; inspiration from fInland's

(rack hero of the 1975 Marti real Ofympics, /

think it'sfar mort tikefy that the whole tfafrif]

is a eopVierdrrrcr. Most American ganws I

know ton
p

t rven name eight Major League

Baseball players, You'ff hove to to ke my word

for j! uihrn i scry lor'rr a little rusty on out

Fmnjsh QJyrnpians,

Where's the Grid?

in Dungeon #i:zoVThc Obsidian Eye
p

,h

what is the scale of the maps of Kashral

Oasis and the Black Obsidian and envi-

rons (including the dungeons)?

|ose M, Aguirre

Via EmUl

I blame 1 hr Curse 0/ 1 hr Miimmyfbr the

luck of scale information an I hose maps,.

Jose. Looking rnio the All- Seeing Scarab,

however, i coo soy wUh some author-

ity I fa at ihe scale far (he interior mop on

page 3o 15 40fed to the inch. The scute for

iht oasis map Is also roughly 40 feet to

the inch.

Two Answers
TtoO questions:

1. Do you have any recommendations

On what maps would-be authors

should use and how to use them in

their submissions? For examp!e
h is

it okay to use a map from the Map-

A-Wcek series on wizardsxom? Do
all maps need to be made (in some

form or another) by the author of

the adventure?

2. Have you considered publishing

adventures that make use of digital

media to enhance Ihe adventure?
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While some PMs may be unable to

use such things, it seems that a lap-

top is more and more becoming a

common DM's took It would be rela-

tively simple to write some software

(for Mac, PC, and Linux) that allows

tbe DM lo use sound or visual-based

puzzles. Puzzles that require match-

ing tones and that sort of thing seem

like they could be a very enrich-

ing component of adventures if

properly used,

Zach To ups

Via Email

Cheft out our dfiff/Jed submission guide-

lines at p quo.comfdungeon for a more

detailed discussion of how to prepare an

adventure for poEm tiff/ publication in this

magazine, Fn shorty all maps should be

original (meaning not to ten off a wetaile

or out ofan existing baoir), They don't houe

Eo be pretty, but Ebey do baue to be legible

enough that our professional cartogra-

phers can make Ebem clear and attractive

without boning to do a lot of guesswork

To answeryour second guest ian r we do not

currently publish oduenlures tbaE regufre

[he use ofa computer. An adventure might

come wi’Eh tbe roo/rsE computer utility in

the world, but tboEs probably nut going

to help the soldier in /mg looking for o

few hours ofD^D distraction with hisfel-

low troops. Unfri we con assume tbaE all

of our readers have access to computers
,

pt
F

s probably not going I a happen. WeYe

certainly closer to lhp[ reality thffri we

were 10 or even 5 years ago
r
but it's still

0 way off.

I sFi cold note, however, that we've been

regularly publishing orriinp mop ond iilus-

Erotion supplements for DuNiueorg since

the introduction of [he new format fn

issue

Explosion Dags

1 felt that 1 had to write after Erik’s

editorial about Castle BrisJol and the

explosion dogs, I am stationed in Iraq,

but maintain my subscription to both

Deriveeon and Deacon, so J recently

received Dungeon #?ao with your

editorial about the explosion dogs.

Shortly after reading the article, my
roommate and 1 were listening to an

Intel briefon things to watch Tor while

on patrol- The LT giving the briefwas

talking about new' methods that have

been used for lEDs, The latest was

making a fake dog and filling it with

explosives.

.

+ my roommate and [just

looked at each other and recited one

line: ‘'Explosion Dogs." IE took us most

of the day to stop laughing about it,

and we still have a good chuckle with

that one.

I fek that had to be shared, being as

you were the originator ofour mirth for

the day.

Thank you for all the wonderful arti-

cles, and funny stories... they keep lis

going and adventuring over here.

5gl. Robert Sumner

Via Email

Thffnlte jo much for your letter
f Robert, fl

ready makes us proud to know thsf our

magazirtes belpj-ou guys pass Ebe lime and

slay sane over theret during what seems to

be turning into an increasingly crazy si'E na-

tion (I mean, explosion dogs? Come on!),

To air 0/ aur fffftve duty military readers:

Please stay safe, and we hope to iceyou

borne soon.

I Am Yolit Father

Your recent editorial hinting at the

coming of the next Adventure Path

series brought up an idea in my mind
I wanted to share with you. As I was

looking at your notes for ail the cam-

paign ideas, I felt a sense of nostalgia

about homegrown campaigns. As I

thought about them, I asked myself

"What makes homegrown campaigns

much better than purchased cam-

paigns^
1

While Tm sure there are

quite 1 few reasons, not the least of

which is the care and effort put into

it by the DM, 1 think 1 discovered one

area that published adventures lack,

and that Is a focus on the family. In

all of my campaigns, I have my play-

ers give me rounded -out histories of

their characters, including their fam-

ily trees. I usually offer a free leal or

minor magic item lo players lo give

Ehem incentive to really do this well.

Anyway, Eh is background information

that the players create is ALWAYS

pivotal to the future story. Asa charac-

ter's brothers, sisters, fathers, mothers,

friends, associates, wives, husbands,

and children become involved in the

story, it adds tension.

As a student and teacher of fiction

writing, Ehese
Jl

family" techniques are

often used to create rooting inter-

est in characters, A very simple way

to express this is to use the Star War^

movies as an example. When we found

out Luke was Darth Vader's son, every-

thing changed. When we learned he

was sister to Lcia.,. again, the story

became lighter and better.

This is also the core of what makes a

good novel. A good character, with family

relationships.

And that is one ofEhe things Dungeon
ad ven tunes lack. Homegrown campaigns

do it, but published adventures don't. Oh
we have villains, and the stories are awe-

some (particularly the Adventure Path

seriesji but they lack the tie in to charac-

ters and families.

In the coming year Troll Lord Games
will be publishing my Cult ofYtx cam-

paign adventure that goes from 1 st to

zoth level. In that adventure we wanted

to use the family connections to ere-

ate a better story, but faced the same

problem I

rm sure you do. How do you

do that without railroading the story?

Well.., wc choose a middle path. One
of the characters in the story has to be

a human, mate, wizard. Period. If you

don’t play it that way, the whole story

doesn't work- We can't have a Luke

discovering his father is Darth Vader

moment without it.

The truth in storytelling is that we

can actually do anything we want* we

just have to pay a price. The price

we've paid, after many playtests, is

that wcVe learned that some players

hate to have their character defined

for them, even if it's just who your

parents are (we don't force any per-

sonality traits, just parentage, dass H

and race). They just hate it. (One

player insisted on making the lead

character a female balding, no mat-

ter how hard we explained that it just

wouldn't work.) And so we have taken

steps to make each step of the story
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Next Month in Dungeon

Dungeon #m
The Whispering Cairn
fry Erik Mot10

In the eomjpt mining town of Diamond

Lake, a handful of would- be adventurers

gather Co explore an ancient tomb,. eager

lo trade iheir discoveries for a ticket to

a better life. What they find within the

Whispering Cairn dates back lo the leg-

endary Wind Dukes of Aqaa, and pres-

ages the advent of the Age of Worms,

an em of darkness, decay, and writhing

doom. An Age ofWorms Adventure Path

adventure for ist-level characters.

Backdrop: Diamond Lake
fay Frifc Mono

This is Kti KickoffDungeons new n-ad«n-

ture Age of Worms Adventure Path cam-

paign with this o^rview of Diamond Lake,

a run-down mining community nestled in

hills fadon with the tom bs of a dozen lost

civilizations. Consult the wily sage Allustan*

cross paths with the treacherous Salabar

Smenk
p
and always., always keep your

compurse hrmly in hand. Includes a huge

poster map by Robert Lazzareto!

Mau re Castle:

Chambers of Antiquities
By Robert]* Kuntz

D*cp under the ruins of Maure Castle

lie the Chambers of Antiquities, a series

of vaults designed by ancient wizards

to store magic items even they didn't

quite understand- Do you: dare explore a

dungeon when? the treasure can be (and

often is) even more dangerous than the

creatures and traps that guard it? A con-

tinuation of last year's hit
1

Maure Cas-

tle,""Chambers ofAntiquities™ is a DBcD

adventure for lGth-levet characters.

Temple of the Scorpion God
By Andy CofJfos andJames Wyatt

The PCs foFIow slim leads to the unex-

plored continent of Xen'drik, where

a dragon 5 hard of unprecedented sire

lies within a treacherous ancient ruin

dedicated to a long- dead scorpion

god, "Temple of the Scorpion God" is

part two of the three- pa Ft "Shards of

Eberron" Campaign Arc. An E&eh&qn

adventure for 6lh-levet characters.

generic so that you can play it with

any characters. You lose the effect of

the entire campaign, the emotional

impact of finding out Darth Vadex is

your father, so to speak. The result

is that our players have come away

happy. Groups that want the epic

style accept the limitation of one

character being a human male wiz-

ard. Eventually, we make sure that the

choice pays off. But those who don't

want to do it that way have modified

things slightly, and the story still

manages to be exciting (though not

as much, ifyou ask uslju

Anyway,, as I ruminated on these

concepts, I thought l would pass them

along to you. I would encourage you,

especially with the Adventure Path

coming up, to include moments like

Luke finding out his father is Darth

Vader. When these moments occur in

my homegrown campaigns, 1 see the

players shiver with excitement as the

implications hit them! And as L looked

at your notes in your editorial, Em sure

you have been able to create the same

effect with your players. Let's shoot

for doing it in the magazine as well

how about it?

Jason F+ Smith

Via Email

rbe Age 0/Worms Adventure Path wrJJ hwer

plenty of surprising revelerJons, double-

crosses, ond character-budding moments,

but fm afraid none of them will be of the

‘'someone'* gut to he a human wizard,

period* variety. Dungeon eaten lo more

than 40,000 gamers, ah urith ihfir own

npptoach to ploying the game and os 5 inn-

ing the roles ojftheir ployrrchorocfcrs, Mirny

of them don't hike to piay wizards, arrd many

prefer gnomes, elves, dwatvti, of hajjfhngs to

humans. We tty to make Dungeon adven-

tures accessible andJimfor the widest vari-

ety of D$iQ pioyen and characters imag-

inable, which moans having same details

like family frm[y in the domain of the DM
working hand-in-hand with hfj players, For

more on how I for DM might go about doing

this, cheek out Monte Cook's Dungeoncrajl

article later in this very issue.

“Ifyou don't play ft that way
T the whole

story doesn't work* Isn't a phrase our readers

should expert to see in the magarinc any time

soon.—Erik Mona
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W
hen a ship missing for many
years is spoiled adrift at sea* its

one-time owner sees it as his

final chance to recover his lost fortune.

Whs l he cannot know is that the ship

has a new tenant—a most wretched

druid, forged in a crucible of canni-

balism and surrounded by thousands

ofvenomous pets,

“Salvage Operation'" is a DS<D adven-

ture suitable for four and -Level charac-

ters, This adventure is designed lo work

with any campaign setting.

ADVENTURE BACKGROUND
The merchant prince Aubreck Dralllon

once stood among the city's richest men.

His ships wiled the sea, daring pirate

raids, aqua tic monsters,and storm-tossed

oceans lo carry goods across the world.

Aubreck
1

* trade fleet was among the larg-

est and most prosperous ofits kind.

Vet perhaps Aubreck's success came

too fast and too easily. While his profits

eventually plateaued, his ambition kept

expanding. When his contacts in the

southern jungles reported that he could

monopolize trade in several spkes and

rare herbs by offering a cache of magi-

cal items to a powerful native shaman,

he leapt at I he chance, He sold offmany
of bis assets overnight to purchase the

required items and Loaded them aboard

Emperarn/th* Wcauts, the foremost ship in

his fleet, i iis entire fortunes sailed with

the great ship.

But fate was cruel, and Emperor of tftfi

Waves disappeared. A storm separated

the ship from her escort, leaving her

final location unknown. Devastated

by the financial loss. Aubreck became

a simple merchant. He never again

regained his glory, and many potential

business partners saw his disastrous

failure as a sign of hubris and even

divine retribution.

The ship's actual fate is known to

only a few. Emperor of (he Waves was

almost destroyed in the storm that

drove it off course so long ago. Its

surviving crew dropped anchor at an

uncharted island for repairs. Alas, the

island was home to a strange tribe of

ores who worshiped an obscure demon

lord named Thamx, pairon ofpoison-

ous things that creep and crawl. The

Emperor s crew was captured by the ore

tribe, who then took the ship as an

offering from their god and turned it

into a temple.

In time, the tribe fell to in fighting and

cannibalism. Several half-ores were bom
as the ores enslaved some of the ship's

crew. The half-ores led an uprising but

were brutally put down by the island's

niter, a mighty lich, The survivors used

JUNE 2005 DUNGEON 21



SAtVAGE OPERATION BY MIKE MEARL5

the pas!,

he has

taken cate

gf quasi-tegal

dealings for

Aubreck—he's we]]

acquainted with the

dingy taverns and inns

that ibe PCs mighl stay at.

Alternatively, the PCs might need

an object lost with the Emperor of

Emperor of

thr Waves.

Once the mis-

sion is complete,

he promises them

each another iqq gp.

Ke explains that the ship

was last spotted a week from

port. Ke has .ilrcady hired a

ship and crew. He needs the PCs to

board the Emperor once they reach the

ship, search it, secure one particular

their crude knowledge ofsailing to pull

up their temples anchor and escape.

They soon ran out of food and reverted

back to cannibalism, Eventually, onlyone

of their number, a druid named Krell

Grohlg, remained alive.

Four days ago, the derelict Emperor

of ihe Wawj was spotted off the coast.

Aubreck is poor, but he can still afford

to hire a ship
r
a few men-at-arms, and

a party of inexperienced adventurers to

venture out to sea 2nd discover the secret

of the vessel's fate. Aubreck believes that

he can restore his former glory ifhe can

recover the magic items ihat sailed with

the Emperor All he needs are a few brave

souls eager for adventure.

ADVENTURE SYNOPSIS
"Salvage Operation'

1

starts out as nn

investigatory adventure, as the party

must hoard the Emperor and explore her

upper decks. As they venture into the

ship s lower decks, it becomes a dungeon

crawl in a cramped, dangerous location

as swarms ofinsects attack them in dose

quarters. 'Hie climax of the adventure is

a race against lime, for as the characters

penetrate the lowest holds, they find the

area Hooded with seawater and infested

with undead. As the PCs battle their way

toward their goal, the sea finally takes its

delayed claim on the Emperor in the form

ofa hungry giant squid. The ship begins

sinking. Hooding the decks with water

snd forcing the PCs to race for their

lives. If the characters want to receive

their payment, they must retrieve a large

box from the cargo hold, forcing them to

choose between safety and greed.

ADVENTURE HOOKS
Pulling the characters into this adven-

ture is relatively simple. Aubreck is des-

perate for help yet not quite ready io

tip his band. He fears that if he spreads

the new s of the expedition too widely,

other treasure seekers might beat him

to the derelict Emperor. Aubreck dis-

patches his butler Vert heg (N male half-

ore expert 2) to find a suitable band of

adventurers. Verlheg is tall, lanky, and

awkward. A single tusk juts out from

his lowerjaw r and his green, warty skin

contrasts with his fine, neat clothes. In

tht Waves years ago. In this case,

Aubreck dispatches Verlheg to

find them in order to propose

an alliance,

CHAPTER 9NE:

DESPERATE FORTUNES
Aubreck (LN male human expert 6) has

seen better days. His mansion is large

but rundown. His threadbare clothes

were the height offashion a decade ago.

but now they are battered and worn. He

keeps his iron-gray hair pulled back

in a short tail, and his mustache is

neatly tended.

Aubreck offers each character 1O0 gp
in advance to accompany his expedi-

tion to recover goods from the derelict

box of "personal items/
1

and bring it

back to Aubreck.

The box is made from a blue, spar-

kling metal and is kept within a

crate branded with ihe letter
M
A/

r

It

can only be opened with a password

known only to Aubreck. It contains a

cloak of resistance +5 and several figu-

rines ofwondrous poiuer.but Aubreck is

hesitant to tell the PCs this since he

fears tempting them with its contents,

Aubreck plans to sell these items off

in order to fund several ambitious

new business ventures.

THE SOUL OF WINTER
Manned hy a crew of sturdy dwarves,

The .Void ofWinter is a small but well-run
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vessel. Its captain, Wolgar Wind rune (N

male dwarf expert 5). run* .1 tight ship.

He insists that PCs and Aubreck remain

confined to their quarters, a cramped

chamber below decks, during the voy-

age. The crew remains aboard The Soul

of Winter during this adventure, and

refuses to board Emperor of the Waves,

Each of the 10 crewmen is a mate dwarf

warrior 1 /expert i.

Aubreck also purchased supplies for

the party to help them as they explore

the derelict. In a small impromptu
a ntiory aboard The Soul ofWinter he has

set aside some gear for the PCs, include

ing suits of studded leather armor for

each of them, two light crossbows, 40

bolts, five ^o-fogt coils of rope, two

grappling hooks, 12 torches, six vials

of alchemists fire, six vials of anti-

toxin, lwro pultons of cure lujbi wounds,

iz tindertwigs, and six sacks for carry-

ing treasure out of the ship.

Thejourney to the derelict is unevent-

ful, If the PCs need a quick dose ofXP

to make il to 2nd level, you can throw

an encounter with pirates, sahuagin, or

some other menace at them.

CHAPTER TW8:
THE DERELICT EMPER8R
After two days at sea, The Sod of Winter

finally comes within sight or the der-

elict Emperor. 3 n the distance, the great

ship's shattered hulk looms. Its masts

have been shorn off but the upper

deck appears empty of debris, almost

as if some force carried off the masts,

sails* snd rigging Its figurehead, once a

majestic angel in flight, has been hacked

to pieces, Aubreck reacts to the sight of

his ruined *hip with a mix of despair

and hope.

Wo] gar b ri ngs The Sou i ofWin Ifr within

200 feet of the dc relic! and orders two

sailors to ferry the PCs across the water

in a rowboat, lire sailors pack ropes and

gcappHng hooks in the boat to give the

PCs easy access to the main deck, which

still requires a successful DC ^ Climb

check to board.
J

fhe Empfiw is in poor repair, yet for

now the ship remains structurally sound.

The wood ofits decks and walls is rotted

and, in some places, collapsed-The vessel

groans in the wind, while water collects

in puddles where waves have crashed over

the deck. The ship lists noticeably, with

its upper deck sloping gently downward

to port; but the list isn't severe enough

yet to require Balance checks from those

on board- It's a minor miracle that the

derelict has not yet sunk to the bottom.

Anyone viewing the wreck can make

a DC 15 Profession (sailor) cheek to

determine that the Emperor has taken

on some water. There is a good chance

that it will sink within the nt%i day or

two unless it receives extensive repairs

in dry-dock. If the PCs lack this skill

or fail their checks, one of the sailors

points this out to them.

The SomJ remains ^00 feet from the der-

elict, while the dwarves keep a manned

rowboat about 200 feet to port ifthe PCs

need a quick pickup.

1, ABOVE DECK

Tfer Emperor's upper deck slopes gently

down to port. Short, wooden stumps arc all

!hai remain of its masts. The double doors

leading to L Jbins fore and aft appear intact,

while a metal grate in the deck offers access

to the lower decks. As idc from the rhythmic
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SAtVAG£ OPERATION BY MIKE MEARLS

Cfeak of the shrp's badty weathered, soaking

timbers, all seems quiet.

This deck is currently unoccupied.

The doors to the fore and aft Open with

little protest, sod the wheel turn* easily

and Freely. A DC 10 Profession (sailor)

check reveals that the ship's rudder no

longer responds to the wheel

A DC 15 Search check on the deck turns

up old bloodstains across the area. The

grate set into the deck provides access to

the lower levels. It is rusted shut and has

a ladder mounted beneath it. The grate

leads to area 5- Anyone looking through

the grate may make a DC 10 Spot check

to notice a number of fist-sized spiders

crawling on the floor and walls of the

passage below-.

( Rusted Crate: 3 in, thick; Hardness

8; bp 7; Break DC 15.

2. ALTAR TO THARZAX {EL 1)

A rough stone aha* dominates this

cabin* Strjnge markings cover ILs sur-

face. Dried mud cakes the floor around

if, .vhile human skulls rmg the wall above

St. each mounted on a wooden spike. The

: -the : .t and southwest corners of Shis

room eta filled with garbage and debris

—

crudely hacked wooden logs, smashed for-

nit me, torn -acVs. shattered crates, and

sm^ll piles of dried, brown palm fronds. A

staircase choked with debris occupies the

southeast corner, and .1 thick, acrid odor

fills the air.

This chamber was once the captain's

cabin r Now, it

F

s a shrine to Tharzax,

demon lord of poison. A DC 25 Knowl-

edge (religion) check reveals this infor-

mation, The skulls are cracked, worn,

and obviously old. Clearing the stairs to

area 11 takes an hour of work for four

people working logether-

Crca lures: Lurking under the garbage

and debris is a massive vermin once

held sacred by the cullists ofTharzax—

a

monstrous centipede- If anyone other

than the druid Krell enters the room, it

bursts from the rubble in the port side of

the room and attacks, .surprising anyone

who doesn’t notice it hiding beforehand

(it has Hide +2).

Huge Monstrous Centipede: hp }y

Monster Manual 286,

Treasure: A minor offering toThar-

zaxis hidden in the dried mud on the

floor, A DC jo Search check uncovers

a small sack filled with 10 red rubies

worth 100 gp each.

If the PCs examine the debris to

the southwest with a DC 15 Search

check they find the ship's ledgers

and captain’s log. The log is written

in Common and details the ship's last

voyage, including an account of the

terrible storm that threw the Emperor

off course and separated it from i(s

escort. Running low on food and

drinkable water, the ship was forced to

drop anchor off an uncharted island.

The last entry describes an attack by

ores that fought alongside a variety

of insects. Though the crew beat off

Ihis initial attack, they suffered heavy

casualties. The final entry records the

captain's fear that this attack may have
only been the precursor to an even

larger attack.

3* NAVIGATOR’S ROOM (EL a)

The door to this room from the deck is

partially barricaded shut by a thick mass

of webbing behind it. A DC 15 Strength

check smashes the door open.

Thick sleets of spider webs choke this

room, A sTiialJ, cramped, open space to

port provider steeds to 2 narrow staircase

heading down. Near the bow. within the

webs* sits 3 single table surrounded by

four chairs.

Creature: A monstrous spider lurks

near the ceiling of this room. Allow- it

a +0 Liston check to notice approach-

ing PCs. It automatically hears the PCs'

first attempt to force open the door,
r

lTie spider drops upon the first char-

acter to enter the room* likely attacking

with surprise ifno one notices it with a

successful Spot check,

f Large Monstrous Spider: hp zz;

Aforislfr MrtunaJ 2B9,

Treasure: The furniture in this

room is worthless,, but the table is still

covered with charts and maps. While

these documents are old and crumbling.

they show the location of the island

where the Emperor met its fate.

Developmen i: Combat in this room

rouses the hungry insects in the decks

below. id6 rounds after the sounds of

combat begin, a swarm ofspiders from

area 5 boils up the stairs into this room

to attack anything still within.

4. WEBBED PASSAGE (EL 3]

Two monstrous spiders have spun

a weh across this small chamber at

the point marked with the dotted

line. A DC zo Spot check notices the

web. Otherwise* characters could

stumble into it and become entan-

gied as detailed on page 289 of the

Monster Manual
Creatures: The two spiders hide just

down the passage to the east. Their

tcemorsense allows them to note if a

creature becomes trapped in the webs.

At that point, they rush forward to

attack. Driven by hunger, they fight 80

the death. They try to web their oppo-

nents from a distance before closing

to melee.

Medium Monstrous Spiders (*); hp

11; Monger Manual 28S.

Treasurer In the northeast corner of

this area lies a crude silver bracelet worth

250 gp.

Development: Once battle is joined,

Ihe spiders from :irea 5 rush forward to

join in the feast in idG rounds.

5. SPIDER NEST (EL 5)

This area is choked with spider webs,

but a DC 20 Search check reveals a trap

door leading down to the cargo hold.

The characters must use fire or slash-

ing weapons to inflict zo points ofdam-

age on the webs to clear access to the

trap door. Opening it requires a DC
10 Strength check. The trap door leads

down to area 12

Creatuies: As soon as a PC enters

ihis area, any swarms still here move to

attack. There are enough spiders here

to form two swarms. They pursue the

characters relentlessly, driven by their

hunger Eo disregard fire, spells* and

other attacks.

^ Spider Swarm (2): hp 9; Monger

Manual 239,

26 DUNGEON JUNE 2005



Development; Note that the

j,warms found here may have already

attacked the party in areas 3 and 4.

In that case, there arc still dozens of

spiders here hut not enough to form

a swarm.

6. FOOD STORAGE (EL x}

Thick webbing chc^es this room. Bones,

h riveted timbs of men ^nd animals, and

[ cr gruesome remain** dangle from

the sticky tangles. Two human-sized

bundles hang from the non 1

t ’o waif

white dozen-, of small Spaders scurry

about everywhere.

Creatures: A Spot cheek (DC 10) made

here reveals that the two bundles in the

webs shudder and shake. Within arc

two ore zombies, created some time ago

by one of the tribe's [now dead) clerics.

When Krcll killed the zombies' creator,

i he druid forced the two zombies into

this room to keep them out of trouble,

since he figured I hey might some day still

have a use. Over the past several months,

the zombies have become completely

encased in webs from ihe spider swarms,

and they'll remain trapped within unless

the PCs unwittingly release them. A DG
16 Strength check or 10 points ofslashing

or fire damage frees them. The zombies

are covered in tiny spiders. They crawl

from their mouths and from lie 1 ween ihe

folds of the crude robes they wear. The

zombies were ores in life, so use the stats

for human zombies with a +4 bonus to

Strength, This change iswhy the encoun-

ter is HL 2, rather lhan fl 1,

^ Ore Zombies (z)c hp 16, +3 to attacks

and damage due to Strength 17: Manner

Manual 266,

Treasure; One zombie wears gold ear-

rings worth 200 gp, while the second

bears a primitive vine necklace set with

a green amethyst worth zs<>EP,

7. BARRACKS

A crude bed of palm tree frond*; stands in

this room., Neai by, a wooden, stone lipped

spear and an oblong shield lean against

the wiall. The shield bes^ the symbol of

a human skull with liny spiders crawling

from its eye sockets. Two human skulls

hang from wooden pegs on the w.iil,

and several bones arc mixed m with the

paim fronds.

J"hts room serves as Krell Grohlg's

personal chamber. Since the first

squid attack, be has yet to return here.

Instead, be spends his time praying in

area 10.

8. FtRST MATE'S CABIN

The smashed wreckage of a bed, dresser,

md desk covers the 11 nor of this room.

Thick webs extend from floor to ceiling,

making It impossible to dearly see the

wall beyond. Dozens of liny spiders move

through the webs.

This room is empty of treasure or

monsters. These spiders pose no

threat until the ship begins to sink, as

oot riddles?

When used in oney just to adore.

We grace the car and hand,

When each nl us connects two more,

We lorm a smrd\ hand.

When each is linked to neighbors four.

We form an armor t;rutkl.

And when we re carried oil to war,

I lie blade we caii withstand,

Get the answer and more riddles at:

www,doud k ingdom .com/D u ngcon
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describe below- under
4 The Death of

the Emperor"

This room is filled with smashed iurni-

t'jie, rushed wooden boxes, and oil ter

debris, ill covered with thick layers of spi-

der webs.

When the door to this room is

opened, dozens of tiny spiders

scuttle tor cover. As with area S H

the spiders here remain passive

until the ship begins to sink as

described below.

tO- UNHOLY SHRINE (EL 4)

9. SPIDER CHAMBERS

The floor here is covered whh tunes

written in dried blood- A circle has been

carved into the floor, while spider webs

cover the walls and ccihng- Two tm man-

cud -sued bundles attached to the ceiling

writhe as dozens of liny spiders swarm

over them.

Creatures; This is where the PCs

are likely to encounter Krell Grohlg.

the last survivor of the cultlsts who

escaped the island. The child of an

ore high priest and a female human
sailor, Krell was once in line to take his

father's place as a leader of his people.

Now; he seeks to slay as many infidels

a* possible before facing his ow n doom
upon the seas.

In addition to Krell, a single swarm of

spiders lurks in the ceiling here. They

crawl down I he walls to fall upon the

characters from behind regardless of

whether they enter this room from the

north or south.

Krell is a hulking figure clad in

armor crafted from the carapace

of some great beetle. He clutches

an oblong shield in one hand and a

wooden club in the other,

^ Krell Grohlgt male half-ore

druid 3: CR?: Medium humanoid; HD
}d8+ti; hp 23; Fnit +2; Spd 20 ft,; AC
18. touch ii. flat-footed 16; Base Atk

+2; Grp +5; Atk #6 melee (id6+j* club);

SA spelts; SQ darkvision Go ft., nilurc

sense, woodland stride* wild empathy

krellmm

+8. trackless step;

AT NJE; 5V Ton +5.

Ref +5. Will #5; Str 16,

Dck 14, Con 15. Int 8,

Wis 14, Cha 15.

.Skills: Concentration

*3 . Handle Animal +3 , Spot +£.

Fetfh: Combat Casting, Lightning

Reflexes,

Languages Common. Ore.

Druid Spells Prepared (caster level 3);

O— cure minor n*oundji r _flflrr (DC 12), rend

matp’r. rtsirJdfttr; 1St—cure light u?ounds H

obscuring mist produce jlome and—heal
ttirffll (DC; 14]. irarp lenod (DC 14].

Ptoses siemr: Masterwork club. +1 bide

firmer, heavy wooden shield, hand of ihe

^ui[j£. QunlVifrather token potion of

bartakin oil of shill* Jcujfi, 3 jtoJtpns of

cwellghJ wound*.

^ Roil, snake animal companion: CR
—

;

Medium animal; HD 4dfi+4: hp 22;

Init +S; Spd zo ft,, climb 20 ft., swim zo

ft.; AC 19, touch 14. flat- footed 15; Rase

Atk +3; Grp +z; Atk or Full Atk +7 melee

(id4-i plus poison, bitejc SA poison (DC

13. id6 Con/idG Con); 5Q link, scent,

share spells, evasion; AL N; SV Fort +5,

Ref +3
,
WUl +2; Str 9, Drx iS, Con iz

r
Int

h Wis ii r Cha 2,
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Skills; Balance +il f Climb +iz
p
Hide +15,

Listen +7, Spot +7, Swim +7.

Feats: Alertness, Improved Initiative,

Weapon Finesse".

^ Spider Swarm; hp 9; Monster

Mu/? Util 239.

Tactics: Kre 11 attempts to use as many

ofhis spells as possible lo fortify him-

self for a showdown with the party, If

he knows the characters are coming,

he casts product jla me, uses his potion

ofharkikin and his oil of shillelagh, then

activates the Qutilii fcathtr token once

the PCs enter this chamber. During

the batik, he easts warp wood on the

floor beneath the character that poses

the greatest threat. The wooden beam
buckles beneath the PC, forcing him to

make a DC 14 Reflex save or he trapped

in place until he makes a successful DC
10 Strength cheek to pull free.

KxeU’s snake animal companion

crawls around the edge of the combat

in an attempt to cither flank anyone

who engages Krell or to strike at targets

toward the rear of the party.

Treasure: Kreh gathered Ehecultists'

ceremonial objects and treasure here.

In a wooden bo* on the western wall is

a small trove of coins and items, most

of them claimed from the defeated

crew years ago. In total, there are 507

gp, 199 sp. a scroll of ijusf of trirzd, a

scroll of rnuzlrafize poison, a pobon of

blur, a potion of sanctuary, and a cloak

of resistance +1.

11. GALLEY
The door in this room's northern wall is

badly damaged. A few rusty iron spikes

hold it in place. It must be forced open

with either a DC 15 Strength check or a

DC 10 Disable Device check.

Judging from the metal stove at the

western end of this room, this was once

the galley. Now. it is cluttered wuh
bones, debris, and offal. A set of badly

damaged metal knives and other cook-

ware hangs from hooks |n the ceiling,

white the stench of rotting flesh choke?

the air. A debris-fi led stairway leads up

near the Stern, Tiny spiders crawl 0ver

everything in sight.

The cultists transformed this place

into a kitchen for their voyage. As

their food stores ran low, several of

them barricaded themselves in I his

room and attempted to seize con-

trol of the remaining supplies. For

their iroubles, the rest of the cub-

ists stormed the room, slew the reb-

els, and added their corpses to the

ship's larder.

The one item of note here is the

trap door that leads down to the cargo

hold. A DC 1 g Search check reveals

that the webs covering the floor are

newer and thinner by the trap door.

If the PCs do 5 points of slashing or

fire damage to the webs there, they

reveal the trap door. A successful DC
10 St rength check opens the door. The

cultists used this door to deliver sac-

rifices to the ghouls below, but they

otherwise left it sealed to prevent the

undead from es raping.
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ii. CARGO HOLD (EL 3 )

Hus lar^i; hold runs the enfFre length ofthe

ip. S-e j wa tc r ii Its- this d iam b i hi a beh !

waist-depth, while j pile oF old. moldcmig

crate* -duster against the ship's port hull The

water is d ark and murky.

The water level here counts as diffi-

cult terra in for Medium creatures, while

Small or smaller creatures must swim.

Medium creatures may also swim ifthey

so choose.

A successful DC Spot check (or a

DC 10 Search check) picks out a single

crate marked with a stylized letler "'A
1

*-

This erase holds the boat that the PCs

seek. Opening the crate requires a DC
is Strength check. Reduce the DC by I

for each failed check, as the box slowly

comes apart due to age and rot. Any

weapon blow5 that does at least one point

of damage after bypassing ibe crate's

hardness 5 is also enough to cause it to

fall open.

Creatures: Unfortunately for the

PCs. two ghouls hide within the water.

A pair of thieves wanted for murder

in the Emperor V home port Stowed

away here when The Emperor left dock

so long ago. When the ship became

lost, they starved to dcalh. The Cult-

ists found the ghouls when they look

over control of the ship. Rather than

destroy them
p
they viewed them as

emissaries of their dark gods, Sonte^

times, they offered living sacrifices to

them. The ghouls currently hide in

the northern end of the hold benealh

the water.

^ Ghouls {2}: bp 13 each; Monstrr

Manual 119.

Tactics: The ghouls try to sneak u p on

the PQ to attack them from below. They

gain a *z bonus on Hide checks. A para-

lyzed PC who falls prone must hold his

breath or begin to drowTi.

Tecasme; One of the ghouls wears

a stiver bracelet worth 75 gp< while

the other has a gem-studded belt

worth 400 gp. The crates and boxes

are rotted and the goods within

them worthless.

The special box is made of a rare

form of magically enhanced iron.

Resistant to rust and weapon blows,

it is al so arcane locked at caster level

14; anyone who speaks the password

"Tildivariag" (the name of Aubreck's

dog from his childhood) can open it

without difficulty. It still contains the

ebak of resistance +5 and the three figu-

rines of wondm us poiurr (a bronze jjrif-

fan, an ebonyjly, and ,1 marble elephant)

he seeks.

THE DEATH OF THE EMPEROR (EL 4}

Only a few hours before the PCs reached

the derelict Emperor, an old and dying

giant squid, too frail to return to the

deep, drifted near the ship. Crazed with

hunger it attacked the Emperor—the

results of I his attack are what has caused

the ships list and the numerous leak*

that are slowly Hooding the hold. Krell

managed to calm the crazed squid with .1

lucky wild empathy check, bus the squid

did not leave the area. Rather, it's spent

the last several hours Lurking in the

water nearly a 100 feet below. At some

point near the climax of this adventure,

the squid's hunger and illness drive it

back to the surface for a final attack on

the Emperor.

You should time the squid's second

assault on the ship to Coincide with the

PCs' discovery pf the box they're seek-

ing. The squid may be sick and old, but

it still represents a very real threat to

a group ofmd-kvel characters. As the

squid attacks, emphasize to the players

the chaos around the PCs, Swarms of

spiders scramble about in a panic and

assemble into ever-growing swarms.

The ship’s hull creaks and tilts in

Ihc water as supports snap and water

pours into the hold. Push the PCs to

make fast decisions in order to enforce

the feel of a panicked flight off a

sinking ship.

Once the attack begins, use the follow-

ing schedule to I rack the progress ofthe

damage done to the ship.

Round i:The squid moves into posi-

tion under the ship. In its sickened

state, it releases its ink cloud as it swims,

creating a noticeable blot in the water

near the ship's stem, A successful DC
15 Spot check made by someone who
can see the water allows that person to

notice the squid's writhing tentacles in

the inky water.

Round t: The squid begins tearing at

the Emperor's hull, widening the holes it

has already created. Each round, from

this point forward, PCs and human-

oid monsters aboard the Emperor must

make DC 10 Balance checks each round

or fall prone as the ship rocks back and

forth. Also at this point, (he tiny spiders

aboard begin to panic and swarm out

of the ship’s woodwork. This creates a

new spider swarm in areas x, 3, and 10,

During this time, the squid's tentacles

are obvious and can be seen by those

outside, and periodically inside as well

as it reaches blindly inside the ship.

Round 11; I hc ship starts taking on

water at a rapid rate. Area iz floods

completely, By this point,, the gianl

squid's tentacles have torn enough

holes in the ship that it can make
blind, groping attacks at creatures on

the ship. As a general rule, since it can't

see anything, it only attacks targets that

attack its tentacles. Remember that

the squid suffers a 50% miss chance

against creatures it attacks, and it can't

make attacks of opportunity (since it

can't actually see the PCs while they

remain on the ship),

Round lG; Areas 5-11 are now filled

half-way with water. Any surviving spider

swarms flee to area i. By this point, the

dwarf sailors move their rowboat closer

to look for the PCs.The ship lifts at a 4$^

angle to port. Movement now requires

successful DC 10 Climb checks. Failure

by 5 or more indicates the character slips

and falls five feet to port.

Round 21: Areas 5-11 flood completely.

Round 27: The ship sinks beneath the

waves, carrying the spiders and the rem-

nants of the Tharzajc cult along with it,

along with any PCs unfortunate enough

to still be on board.

Ffhe still lives, Krell flies into a panic

when the squid attacks, iThe spots the

PCs, he attacks them. Otherwise, he

tries again to pacify the giant squid

with a wild empathy check- Since the

squid is hostile, he must make a DC
20 wild empathy check to successfully

make it unfriendly and break off the

attack. Any PCs with this ability can
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SCALING THE ADVENTURE

Adapting this adventure lo differ-

ent level* of play i
r
. rather easy, as

you an simply swap aul the existing

ye! min For laijrt-r ones and drop or

Increase the number of ghouls, bee-

iles, and warms aboard the Emperor

of Ehc Wa^es,

iSt-Level characters: You can make
this an adventure suitable For ist~

level characters by changing the

centipede in area i to a Medium
monstrous spider. Reduce all of the

spiders m the adventure by one size

category, remove the swarm from

area 10 cut out one of the swarms

from area $. -Mid place only one

ghoul in area u

jrd- and 4th- Level characters; For

jfd- or 4th- level parties, ^dd a sec-

ond centipede to area a. increase

afl the Medium spiders to Large

ones if the encounter area is large

enough to allow them lo maneu-
ver. Otherwise, double the number
of Medium spiders. Add one extra

warm %q areas 5 and 10. Add a sec-

ond Large spider to area j.

do the same, if they wish. In orde r to

make the check, a character must be

within jo feet oT the squid and spend

one minute. The focus of the squid's

misplaced rage remains the ship itsetl;

as long as no PCs attack it, it ignores

them and does not make any attacks

against them, A group of and-lrvd

characters would be well-advised to

leave the animal alone.

9 Sick Old Giant Squid; CR 4: Huge

animal {aquatic); HD iadS-24; hp 30;

Init -1; Spd So ft.; AC 13, touch 7, Hat-

footed 10; Base Atk +$: Grp +17; Atk +7

melee (idG, tentacle): Full Atk -1-7 mdee
(idG

f
io tentacles} and +z melee (zd8

r

bite); Spacc/Reach 15 ft/15 ft. (50 ft. with

tentacles}; SA constrict id6, improved

grab; SQ ink cloud,jet. low ] jght vision;

SV Fort +6, Ref +7, Will +5; Sir io, Dex

S, Con 6, Int 1, Wis n r
Cha a; Monster

Manual zgju

Skills: Listen +io, Spot +10, Swim +il

Fedts: Alertness, Diehard, Endurance,

Toughness (a),

C9NCLUDING THE ADVENTURE
If the PCs return Aubreck's box to him,

he is overjoyed. With the sale of the

items within, he can establish himself

anew as a mercantile force within the

city. He pays the PCs their promised fee

and gladly replaces any items, such as

armor or weapons, that they lost in the

adventure. Even if they fail, he pays, half

their fee as he admits that the Emperor

was in far worse shape than he had been

led to believe.

If the PCs succeeded, Aubreck

can become a continuing source of

adventure. He may dispatch the PCs

to avenge the loss of his crew, some of

whom may still be alive, or he may need

them to accompany the trade voyages

he sponsors with his profits. Perhaps

he hides sinister motives behind bis

actions, or maybe he is too greedy and

sclf-ccntercd to do business with the

party for long without betraying them.

ln any case, he owes the PCs a tremen-

dous debt, is well aware of their com-

petence, and may need adventurers to

aid him in the future. If he regains his

former glory he could become a pow-

erful, well-connected ally, id

Mike Mcurls began f>hiy\f\q D&^D in 19S1

rand has been a full-time fittlamt RPC

designer sinec 2001, Hr ioauld like la

(ltd Fit Mail, Toby, Derek,, and -Warn, the

first hrauc adventurers Jq set foot Aboard

The Emperor of the Waves, Unlike

of turners, he can and wifi play the cleric.

He still can't believe that people pay him to

write DStf) stuff.

the roman by Peter Sergting
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X- . or centuries the Crypt of Crim-

son Stars has lain hidden in

the vast expanse of the Talenta

Plains. Now it has been found, and LK

legendary lost treasures draw adventur-

ers from across the continent. Can you

navigate deadly traps, fearsome guard-

ians, and vengeful nomadic halJliugs to

claim the prize}

"Crypt ofCrimson Stars" is in Ebearoh

adventure designed for four yth- level

characters* scalable for levels 6-9. This

adventure is part one of the three-part
u
Shards ofEa camon*Campign Arc, This

adventure originally appeared as round

one of the Fberron open adventure

at Gen Con Indy zoOi|, While the story

continues in the toll owing issues, "Crypt

ofCrimson Stars'* is also easy to run as a

stand -alone adventure,

.Adventure ftaehijraaild

Lamishal Arm are is the last scion of

an Aundairian noble family destroyed

by B relish troops during the Last War-

Consumed by a burning desire For

revenge and presumed dead by the gov*

ernments ofbolh Breland and Aundair,

Lamishal vowed to exact his vengeance

upon the people of Breland for the

death of his family and the destruction

of his estate,

Lamishal enrolled at the wizard acad-

emy at Arcanix, funding his education

with the last of his family's fortune.

While he developed his innate sorcer-

ous talents, he also spent years scour-

ing the arcane libraries at the school

for a way to bring destruclion to the

people of Breland on a massive scale.

By the time he graduated ten years

later, he had found several possibilities;

unfortunately, they were all beyond his

current means.

Undeterred, hr traveled to the

city of Sham in Breland and sought

employment as a sorcerer for hire.

Eventually, he worked his way into

the confidence of one of the city's

most powerful merchants, a man
named Tophran Damilek, Tophran is

a renowned dealer of dragonshards

in Sham, and Lamishal believed that

he could use Tophran to acquire the

resources he needed to carry out his

devious plan,

Lamishal had uncovered the possible

hiding places of several large and pow-

erful dragons hards during hU research

at Arcanix He made Tophran an offer;

he would share the location of these

dragon shard s with the merchant, who

would use his resources to track them

down and bring them back to Sham. Any

resulting profits would be shared equally

between the two men, after a deduction

had been made for Toph can's expenses.

Tophran cautiously agreed to the plaii-

He did not fully trust LamishaL but the

potential size of these dragon shards was

astou nd ing, and hi 5 g reed even t ually go t

the better ofhim.
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Adventure ^itopsis

The PCswe hired by Tophran to obtain a

large and powerful dragonshard hidden

in a crypt intheTaknla Plains, The party

travels to the crypt, where they encounter

a nomadic band of ha! fling* that consid-

ers the crypt a holy site. The PCs must

either persuade the h ablings to allow

them to enter the crypt* or forcibly drive

the nomads from the site before they can

explore the rave entrance.

Once inside the crypt, the party must

overcome a group of fierce monsters that

has taken up residence in the cave and

negotiate a series of deadly traps before

they face off against the final guardian: a

terri lying mummy.

Adventure Hoote
"Crypt of Crimson Siars" begins as

the adventurers are hired by Tophran

Damilck (LN male human aristocrat i*

expert 6) to recover an extraordinary

dragonshard from a crypt deep in the

Talenta Plains. The PCs might encounter

Tophran in several ways* some of which

are outlined below,

• Tophran puts out a call for adventur-

ers that quickly spreads across Sham,

If l he PCs are In town and looking

for work* a DC 10 Gather Information

check points them inTophriatVs direc-

tion, Additionally, the Clifftop Guild

and the Dcathsgatc Guild (Adventurers

Guilds introduced in Shin* City oTT^-

rr.j) know about Tophran and can direct

the PCs to him,

* Tophran docs business with much of

the criminal underworld in £harn.

If the PCs are in debt to one of the

city's many crime lords* he may ask

them to repay the favor by helping

out his friend Tbphran. Alternately,

if one of the PCs is a member of

a dragon marked house* they might

be asked to repay a house favor

to Tophran.

The PCs i night be in the market for a rare

or unusual dragonshard item themselves

Trophan is the best known dragonshaid

dealer in the city* and one of the few that

deals in exoticand powerful dragonshaidsL

He could request that the PCs perform a

service for him as part oftheir payment.

CHAPTER ONE:
TOPHRAN DAAILEft
Whatever reason the PCs have for seek-

ing out Tophran* he can be found in

his office in the Evcrbright district of

Middle Men this, If the PCs arrive dur-

ing daylight hours when his office Is

open, they are greeted by bis secretary,

an elderly gnome by the name of Ezala

White! ash (LN female gnome com-

moner i) t After a briefwa i t* the PCs arc

shown into Tophmris office.

Tbphrans office Is lavishly decorated, but

surprisingly small, The main feature oft he

room is an enormous desk, which bolts as

though it is made ofdenscwood and must

have cost a small fortune, Several couches

and stuffed armchairs dot the remainder

of the room, while the walls are decorated

with rich tapestries and beautifully illus-

trated landscapes. A pervading sense of

organized chaos fills the room. The desk

is cluttered with several piles of papers,

while most of the paintings hang slightly

crooked. The faint smell of cinnamon

hangs in the musty air.

Tophran is a small, middle-aged man
with white hair and a bushy mustache.

He introduces himself to the PCs and

offers them some refreshments before

inviting them to take a seat. He pulls a

wrinkled piece of parchment from one

of the piles on his desk and launches

into his proposition*

“Here it Is, the Crypt of Crimson Stan. Inside

this crypt is the legendary Crimson Dragon-

shard. Supposedly the largest Ebermn drag-

on shard ever discovered, but of course we

can’t be sure of that, as it hasn't been seen

In a long time. Vou will travel to his crypt

marked on the map* search it* and bring the

dragonshard back to mt For this., 1 will pres-

ent you with a reward of two thousand gold.

Do you have any questions?"

Tophran then hands the PCs a faded

map of the northern Talenta Plains. A

large crimson star has been marked on the

map on the southern edge ofa small lake

a few days' journey north of Gatherhold,

Tophran is prepared to answer questions

as follows.

How arc we supposed to gf l to ihe Tal-

enta Plains?
JI

1 will arrange transport for

you to and from Gatherhold. After that*

you are on your own"
How did you find out about this drag-

on shard? "The dragonshard hidden

within the Crypt of Crimson Stars is leg-

endary for its supposed size and power.

The exact location of the crypt has been

a mystery* for hundreds of years, and was

only recently uncovered by one of my
close associates."

How do you know that this dragon-

shard is still there? Well* one can never be

completely sure, but assuming it was there

in the first place, I am confident it still is.

The location of this crypt was extremely

obscure, and if a dragonshard of such

size and power had turned up anywhere

in Khorvatre, [ would know about it"

Two thousand gold is not enough* can

you oiler more? Tophran is reluctant to

offer more Ihan his shied reward, but

a DC 25 Diplomacy check can persuade

him to go as high as 2*500 gp.

When do we leave? “If you come back

tomorrow morning* that should give me
enough lime to book your transportation,

1 '

The Journey to tlx* Talenta Plains

Tophran is well connected withal] ofthe

dragonmarked houses* as he provides

most of the dragonshard^ that make
many of their activities possible. His

relationship writh House Lyrandar and

House Orien allows him to utilize both

the airship and lightning rail systems lor

a fraction of the normal cost,

It
p

s a five-day journey by airship to

Korth in Karrnath. From there, the PCs

can take the lightning rail to Gatherhold

in three more days. While encounters on

the journey from Sham to Talcnls are

certainly possible, they are beyond the

scope of this adventure.

CHAPTER TWO: ] IALFURG3
Tli c most direct route from Gatherhold to

the crypt will bring the PCs to the southern

edge of the ha If!mg campsite encounter

map. The hal flings form a nomadic tribe

that travels throughout the Talenta Plains

following the indigenous triceratops herds.

This particular tribe of hall tings has been

camped on the bluffoverlooking the crypt
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for the past two weeks. They consider the

cave entrance a holy site, and are currently

in the process of performing a scries or

rituals venerating the nature spirit lha

l

they believe dwells within (he crypt. These

rituals last for another two weeks before the

halilings break camp and continue iheir

endless trek across the plains.

Nalfling .Scoots i)

The gentle stTtam empties into » placid lake

ahead- A lone hill juts up From laic whore,

with a gradual slope on ihe south side and

a steeper -Jope or ah* wtsL A tinydump of

trees grows on the top of the hill„ and scat-

tered patches of brush ding to the slope.

On the summit of the hill a thin stream

of smoke rises “iiia the sky, A slight ridge

njriS parallel to the slope of She hilt on the

opposite side of the stream-crowned with

some s hrubbery.

Creatures: Four bailing scouts rfiOu nted

on ve loti raptors (known as "Clawfeef
1

to the hal flings] patrol the western and

southern sides ofthe bluff, making a cir-

cuit every 30 minutes or so. If they spot

the PCs, one of them immediately rides

off to notify the resi of the camp, while

the oilier three cautiously approach. The

hal Mings consider the entire area around

the bluffto be holy ground, and insist Shat

the PCs leave immediately.

If their initial attitude of unfriendly is

adjusted to indifferent (DC 15 Diplomacy

check) the hal flings agree to escort the

PCs back to their campsite to meet with

the leader of their tribe. If the PCs men-

tion fhal they are looking for the Crypt

ofCrimson Stars or that they are here to

recover an artifact from the cave, they take

a -10 penally on their Diplomacy check.

If 1 he PCs fail to improve the hal flings'

attitude after a couple minutes ofnego*

tiation and refuse to leave the area, the

scouts open ft re,

f Malftjng scoul 5 (4]: CR 5; Small

humanoid; HD ^dS+io; hp 3d; 3 nit 45; Spd

30 ft; AC 20, touch 15, llit-foolcd 16; Base

Atk +3: Grp -i
; Atk/Ful I Atk 45 melee [idG/x^,

masterwork longspearjor 49 ranged (ld^jp

+1 composite sJiortboLv); SA skirmish {+2d6H

+1 ACt SQ battle fortitude +i
(
evasion, fast

movement +10 ft, hal fling traits, trackless

Step, trapft riding, uncanny dodge: AL CN;

SV fort +5, Ref +9, Will +3: Str it, Dcx iS,

Con 14, Ini 10. Wis 12, Cha &
SldJls: Hide 415, Knowledge (nature] +7,

Listen +11, Move Silently +13, Ride +iz,

Sense Motive +4, Spot +9, Survival +u,

Tumble +11.

Ffflltt Mounted Combit, Mounted

Archery, Tfack*.

Languages: Common, Ha I fling

Butdc Fortriudr fExjt The hal flings

receive a +1 competence bonus on Forth

tude saves and initiative checks.

SHrrmsh (Fxjt
r

l~hc halflings deal an

extra ad& points ofdamage cm all attacks

they make during any round in which

they move at least 10 feet. The extra dam-

age applies only to attacks taken dur-

ing the scout's turn. Any creature that

is immune to sneak attack damage is

also immune to skirmish damage. They

can apply this damage to ranged attacks

made while skirmishing, but only if the
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target is within 30 feet. The scouts also

get a +1 Competence bonus to Armor
Class during any round in which they

move at least 10 feet. The bonus applies

as soon as they move 10 feet and lasts

until the start of their next turn.

Possessions: +1 chain shirty +1 compos-

ite jflOrtbour with 40 arrows, master-

work longspear.

The scout class first appeared in Co/m

plrte Adventurer,.

£ Vrl oci raptors
j
Cbwfoot d i nosaurs)

(4}: CR 2] Medium animal; HD 2d £+4; hp

13; Init 43; Spd 40 ft.; AC i6 K touch

tlu-footed 13: Else Atk +1; Grp +4: Atk +4

melee {idS+}, talons); Full Atk +4 melee

(ldS+3, talons} and -1 melee (id3+i> 2

foredaws) and -1 melee (idfr+i, bite); SA

—
;
SQ low-light vision, scent: AL N: SV

Fort +s h Ref tG, Will +1: Sir 17* Dex 17,

Con 15, Tut j r Wis ia, Cha to; Ebejsron

Campaign Settin# 279.

Skills: Hide +ia H Jump +20, Listen +10,

Spot +10, Survival +10.

Feats; Run.

Tactics; If combat erupts, the half-

lings do their best to maintain their

distance from their opponents, either

circling them or moving parallel to

them so Ihey can fire on the move and

still be within 30 feet to do skirmish

damage. If their mounts are attacked,

ihey attempt to use Mounted Combat
to negate the first hit each round. If

I hey are forced into melee combat,

ihey attempt to skirmish with their

longspears, if possible flanking at the

same time. If its rider falls, his mount

continues to ferociously attack who-

ever dropped him. If two of the scouts

falf the remaining one flees back to

the encampment.

Development: If the PCs approach

the crypt from across the lake, or man-

age to sneak past the scouts. they could

reach the cave without ever encounter-

ing the hal (lings. Unless they take great

tare in covering their tracks, however,

the scouts notice their tracks while the

PCs are inside the crypt. The halflings

don't enter the cave themselves (to do

$0 would violate their religious beliefs).

However, they are waiting in ambush

when the trespassers finally emerge

from within the crypt.

Haiflirig Campsite \EL I o)

A small encampment sits at the top of this

hill Reeds and brush are bid out on the

ground surra undvng the campfire to form

maSicsbift mattresses. A large stack of fire-

wood is pded off to one side, and across

from it rest two large barrels of water and

Smoked meat

Creatures: Six hal Ring warriors and a

hal fling ranger arc Camped here, along

with the four halfling scouts, This tribe

of hal Rings in unusual in that they

have managed to rear a tyrannosaurus

(called a swordtooth titan by the hal-

flings] to aid them in their hunting.

They distrust and fear outsiders, and

are quite upset to find them here at one

of their holy sites.

If their Initial attitude of unfriendly

can be changed to indifferent with a DC

15 Diplomacy check, the half]mgs permit

the outsiders to remain in the area for

a few hours, *-> long xs they allow a hri-

fling warrior to escort them to ensure

that they do not desecrate the holy site.

Ifthe PCs manage to adjust their altitude

to friendly or better (DC 25 Diplomacy

check) they dispense with the escort.

Once again, if the PCs mention the

Crypt ofCrimson &tars
h
or say that they

are looking to retrieve something from

the area, they get a -so penalty on their

Diplomacy checks.

^ Moonlight, female H rifling

ranger 6: CR 5; Small humanoid; HD
tidS+iS; hp 4S; Init +3; Spd 20 ft; AC

19, touch 14, flat-footed 16: Base Atk

46: Grp +2; Atk +S meke (idG/i-g-ao,

mas terwork longsword) or +ia ranged

(id6/*3> +3 fonjbcmr) or +8/+S ranged

(idti/*3 41 hngh&w using Manyshot);

Full Atk +S/+3 melee (id 6/19-20, mas-

terwork longsword) or t3/+8 ranged

(id6/*3 4i longbow using Manyshot)

or 4 10/410/45 (idG/xj 41 long&mv using

Rapid Shot): SA favored enemy [animal

44, humanoid [elf] 42), spells; SQ half-

Hog (rails, wild empathy 47: At GN; 5V

Fort 4io, Ref +io r
Will 45; Str 10, Dex 16,

Con i6
p
Int io

f
Wis 13, Cha 3 .

Skiffs: Handle Animal 413, Hide +11,

Listen 412, Move Silently 49* Ride 413^

Spot +10, Survival 410,

Ffiits: Endurance 11

p
Manyshot*. Point

Blank Shot. Precise Shot, Rapid Shot".

Track*, Weapon Focus (longbow),

Lampuigen Common, Hal Ring.

Ranger Spells Prepared (caster level 3):

1st—tniangtc (DC 12), longstridtr.

Possessions: +1 mtikral shirt, +1 lungbou',

40 arrows, masterwork longsword, deal;

ofmistaact 4 i r
potion 0/ dtirkuision.

f Browny, owl animal companion;

hp 13; MomErr Mflowtli 277,

* HalfUng warrior 1 (6): CR s/2: Small

humanoid; HD id£4i: hp 5: Init +1; Spd 20

ft; AC i6 h touch 12, flat-footed 15; Base Atk

41- Grp -3: Atk/Full Atk 42 melee (idb/19-20,

longsword) or 44 ranged [id6/19-20, mas-

terwork light crossbow); SA— ; SQ ha! fling

traits; AL CM; SV Fort 44, Re f+z. Will 40; Sir

u, Dex 13, Con iz
r
Int io

f
Wis 9, Cha S.

Stills: Handle Animal 45, Ride 47,

Fiats: Animal Affinity.

Languages: Common, Hal fling.

Possessions: Studded lea E her, buckler,

masterwork light crossbow, 40 bolts.

^ Cntface the Tyrannosaurus; h p 1 So;

Marnier Manual 61.

Tar tics: If combat breaks out. Cut-

face charges into melee while the rest of

the ha filings stay back and use missile

weapons ifpossible. Note that ifthe four

scouts are included with this group, it

is an EL n encounter. The PCs should

get the impression that trying to fight

all the trainings at once along with their

dinosaurs is extremely dangerous.

Development I f the FO talk or sneak

the ir way past the halflings, there is a good

chance that either Moonlight or one of

the scouts picks up their Erui! and tracks

them into the crypt. If this happens, the

hal flings p repare an ambush outside the

cave exit for when the PCs emerge, taking

positions on the hillside overlooking the

cave. None of the halfiings know about

the secret exit (sec area 3 below}. That exit

opens out in the middle of the upper

bluff so if the PCs are careful, they may

be able to sneak out of the crypt, and avoid

the ambush.

CmPTm THREE:
IRPIDETNECJWPT
r

Fhe Crypt of Crimson Stars was con-

structed in the distant past by a long

dead race of humanoids. Hie interior of
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the crypt has been caned out of solid

rock r
and shaped to be perfectly smooth,

even, and impossible to climb. Inside, tlte

uir is perfectly still and unusually cold.

The air is heavy with moisture from the

nearby lake, but despite the atmosphere*

nothing grows inside the crypt

l. Chamber of Aonslers CL j<

inside the cave opening is a carved stone

passage, dearly not a natural formation.

The wide passage slopes sharply down

into the hillside, with a strange scorching

on the flagstone floor. After about ten feet,

the passage opens into an odd-shaped

room containing six pillars supporting

a high domed ceiling, and a number

of alcoves off to each side. Underneath

the archway leading out of the room on

the far side a charred corpse lies on ihe

The scorching on the floor is from the

f LL|tj r/i iVjcii boJr discharged by trap A in area

2. which is also responsible for I he corpse.

In addition, the tracks ofthree Medium

humanoids (from n previous group

of adventurers sent here by Tophran

Damilek) can be found in the scorched

area with a DC 20 Survival check.

Creatures: A man ticore recently settled

in this cave, feasting on the game in the

surrounding area. The manticore is only

the most obvious opponent in the room,

however. Three of the eight alcoves on

thr sides of the room hold otlremrly

hungry gricks. The gricks were the orig-

inal inhabitants of this cave, but were

driven back into the alcoves by the arrival

of the riLinttcore, They haven't eaten in

several days, but they arc terrified of the

mantieore and don’t leave their alcoves

unless they sense food directly in front

of them. If the iti anticore is killed, or a

PC steps in front ofone oft heir alcoves,

however, the gricks spring forlh into the

room and .iltack until slain.

^ Cricks (j): hp g; Monitor Manual ] 39,

# Mantieore. hp 57: Monster Manual 179L

Tadics: Though the mantieore can't

see the entrance to the cave (due to the

slope), it immediately attacks any PC

reaching the final 10 feet of the entry

passage* It Initiates combat with a

volley oftai] spikes. Nh

ote that the room

is too cramped for the mantieore to fly

in anything but a straight line.

Development The monsters pursue

the PCs if they flee outside the cave, but

they don't venture deeper into (he crypt-

1. The Crimson Crypt CL >J

The corridor once again opens inlo a larger

chamber. The ceiling arches into a dome ris-

ing twenty feel above the ground. Scattered

across the dome, hundreds of red points of

light spread in dozens of distinct constctta-

ho ns twinkle faintly, dimly lighting the stone

room. By the faint glow of Ihese crimson

siais. you can nuke out a -.tone staluc m the

shape of 1 leaping dinosaur standing m the

center of the room. Beyond the statue, a pit

in ihe floor drops away into blackness. On
the far side of the room another body ties on

the stone in front of the door that seems 10

be the room’s only other ecfl
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CRYPT OF CRIMSON STARS J BY JAMES WYATT AND ANDY COLLINS

This room contains a scries ofdeadly

traps. a& well as fbr corpses of the last

:idvenfurers who sought the dragon-

shard. Jt also holds a deadly curse
r

tied to the crimson stars in the ceil-

ing, These stars posses two power-

ful enchantments. The first is a per-

manent deeper darkmis spell, which

pervades the entire room. This effect

functions at caster level 20. The Second

enchantment is a powerful curse that

was placed upon the crypt when it was

completed. Anyone who dies beneath

the glow of the crimson stars rises the

next round as a cursed spirit; a foul

incorporeal unde ad monster devoted

to protecting the crypt from invaders.

This is the fate that befell the previous

group of adventurers.

Creatures: The accursed souls of

the dead adventurers now occupy

this room.

Cursed spirit (3): CR 3; Medium

lj 11 dead (incorporeal); HD ^dia+j: hp 22;

Init +2: Spd fly 30 ft. (perfect);AC 13,, touch

13, flat-footed 11: Base Al k +1; Grp—> Atk

+3 melee (id&ti, incorporeal touch); KA

accursed touch, curse aura; £Q dajkvi-

sion 60 ft,, incorporeal traits, undead

trails; AL CN; SV Fort +i
, Ref +3, Will +2

;

Str — . Dex 14, Con — . Int 9, Wis 8, Cha

13; Miniatures Handbook 60.

SMlc Intimidate +yr
Listen +5, Spot +5,

Feats'. Toughness. Weapon Finesse.

Accursed Touch fSujt.A cursed spirit adds

its Charisma modifier to damage dealt

by its incorporeal touch attack.

Curse Aura (SuJtThc taint of loss sur-

rounds a cursed spirit. Enemy crea-

tures within 5 ft. take a -2 penalty on

all saving throws.

Language, Common.
Tactics: The cursed spirit near Trap

A remains inert in ihe body until the

PCs have passed it, at which time it

rises and attempts to goad them into

the subsequent traps.

The cursed spirit in the corpse in Trap

D ((he pit) Hies up when any character

peers (or Tails) into the pit. This spirit

(and the one from area A, ifit is not yet

destroyed) tries to goad the characters

toward trap E,

When any character approaches within

10 feet of the corpse lying in front of the

door marked G n the third cursed spin I

arises from the corpse and attacks (mak-

ing a 5-foot adjustment if needed).

Traps: Ofthe seven traps in this room,

six are still active.

Trap A is triggered when any charac-

ter enters the 10- foot square beyond the

arch (either on foot or in the air). The

trap shoots a baff down the line

connecting the center oflhc trigger area

with the archway leading outside the

crypt. It automatically resets itself after

id*| rounds (during which time a high-

pitched whine fills the .area),

The stone statue (Trap B) depicts a life-

sized velori raptor in mid- leap, the claws

on its toes extended. When any character

moves adjacent to the statue, these claw-

blades swing around to strike nearby

characters [this also activates Trap C],

The hidden lock that bypasses this trap

also bypasses trap C
Trap C. activated simultaneously with

Trap B, sends whirling poisoned blades

slicing through each marked square every

round for 10 itnjnds after Trap B activates.

Trap D is obvious; the spiked pit trap

has a] ready been triggered and still stands

open, since it requires a manual reset.

Trap E activates when any charac-

ter enters one ofthe squares marked

E. Once a square has been activated,

it is safe to pass through. Note that a

safe path already exists past this trap

(thanks to the work of one of the

previous adventurers).

Any character entering a square adja-

cent to the exit door triggers Trap

which fines spears stall characters in the

S-ft-by-ig-ft. am in front oTihe door.

Trap G affects any character that

touches the handle ofthe door leading

out of this room with contact poison,

y* Lightning trap (trap A); CR
3; magic device; proximity trigger

(Alarm); automatic reset (id^ rounds

delay); spell effect [JlqJifnin^ boJt
r
lotb-

level wizard, rodti electricity, DC ^
Reflex half); Search DC &8; Disable

Device DC 28.

f* Statue tra p (1 rap B); CR 3; median -

Seal; location trigger; automatic reset;

hidden lock bypass (Search DC 25, Open

Lock DC 30); Atk +16 melee (2d4+S/«4);

Search DC 20; Disable Device DC 2.0.

-ri* Poison blades trap (trap C): CR 3;

mechanical; location trigger; automatic

reset; hidden Sock bypass (Search DC 25.

Open Lock DC 30); Atk +10 melee (144/19-

20): multiple targets (all targets in one of

the areas marked on the map); poison

(Fort DC 24 resists, id6 Str/zdb Strjf Search

DC 20; Disable Device DC 20.

Y* Pit trap (trap D) CR 2; mechanical;

location trigger (already triggered): manual

rtsel; 40 ft, deep(4d6 fdl); pit spikes (Atk *10

melee. id4 spikes per target for jdif+4 each);

Search DC—
;
Disable Device DC 20,

Y* Phantasmal trap (trap E): CR 4;

magic device; proximity trigger (alum*);

no reset; spell effect (phfmrasmfl? IriJifr.

yth -level wizard. Will DC 16 negates.

Fori DC 16 partial); Search DC 29; Dis-

able Derice DC 29.

/ Spears trap (trap F)i CR 6; mechan-

ical; location trigger; manual reset; Atk

+21 ranged (idS); multiple targets (id

6

Spears per target in the affected area);

Search DC 26; Disable Derice DC 20,

/ Doorknob irap (trap G): CR 4;

mechanical; touch trigger (attached); no

reset; poison (Fort DC 16 resists, ad 12

hp/idG Con); Search DC 37; Disable

Derice DC 16.

i. Keeper of the Shard (EL &)

Beyond the bend, the passage slopes sharply

downward. At the far end, a stone sarcoph-

agus leans against the wall, resting in an

upright position.

The mummy's sarcophagus is actu-

ally built into the stone wall (though it

appears separate), and is designed to

sink into the wall when pushed by the

stone block [see Trap below), opening

2 secret door in the back wall through

which the mummy could escape. A DC
22 Search check reveals the existence

of the secret door, and that the sar-

cophagus is supposed to move into the

wall. It can be opened cither with a DC
15 Disable Device check or a DC 20

Strength check to push the sarcopha-

gus into the wall ahead of the sliding

block. Up to three characters can aid

the character making the Strength

check. Beyond the secret door, a long

stairway leads back up to a secret exit
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hidden in the mule rbrush on the ridge

south of the hal fling camp site.

Creature: Inside the sarcophagus is the

dragonshards final guardian
h
an ancient

mummy. When any PC comes within

20 fret, the mummy pushes the lid off

the sarcophagus (forcing all characters

who can see it to make immediate saving

throws against its despair ability). Any

character who can see the mummy
can also identify the £ber-

non dragons hard hang-

ing on a gold pendant

around its neck.

Mummy: hp 55:

MdnsfrrMonwit 190,

Possessions: The

Crimson Dragonshard.

Trap: One round after

the sarcophagus opens, a

heavy stone block at the upper

end of the passage begins to

slowly slide down the sloping

corridor. It moves 20 feel down
the corridor each round. Once

the trap is triggered, the PCs have

four rounds to defeat the mummy
and escape before the block crushes

them against the walk

Sliding block trap: CR 6;

mechanical; manual trigger (inside

the mummy's sarcophagus); repair

reset: block slides down the hallway

(izd6 crush); multiple targets (all tar-

gets within the corridor); never miss;

onset delay [4 rounds); Search DC 2*0;

Disable Device DC 22,

Treasure: The sarcophagus contains

.3 polished silver helmet engraved with

dartdng crickets worth Soo gp, 3 mas*

terwork small steel shield, a +1 scimitnr,

an flrtiulef of natural armor +1, and a small

chest containing ^35 sp, 223 gp, and 56 pp.

fORCLUDinO
THL ADVENTURE.
Assuming the PCs manage lo get past the

halflings h out ofthe cave, and back to civi-

lization, they can use the return tickets

given them by Tophran to retrace their

steps all the way back to Sham. Tophran is

happy to hand over the promised reward

[somewhere between 2
f
ooq gp and 2,500

gp depending an how successful the PCs

were in bargaining).

When he's not writing D&D hooks at day

job ns art RPC dej/gnef al Wizards of (he

Ccrns/, jtiFnes Wyatt iporita on an FeEfiRON1

novrl for Wizards of (tor Coast, Whew lie's

not doing that, hr spends: precious hide time

iu'i(?i Ills wife and S-year-old son. And what

lie's nal doing that, fir's playing entirely too

murk World qfWarcraf. Once in a lohile,

hell post something on his website or aqurfo,

U. Only

does hr

srr him, buy

him a vrnii mocha Valencia tic

the nearest .VfiirFmL.ts.

'"Crypt of Crimson Stars
1
’ is designed

for a gfoup of four 7th- level charac-

ters* but with 3 little work it can he

adapted for use by 6th -level charac-

ters or Eth-gth-leveJ characters. S im-

ply adjust all NPC character levels up

or down as appropriate by a number

equal to that which the average party

level of your group deviates from 7.

Don’t forgel to modify I he amount

of treasure found in the adventure

appropriately. Specific changes to the

adventure include:

6th -Level Parties; Replace the half-

ling's tyrannosaurus with a mega rap-

tor, Remove one of the gricks from

area 1, Reduce the Search and Dis-

able Device DCs of all the traps in the

adventure by 2.

Sth-flth -level Parties: If the scouts

discover the PCs* have them return

for reinforcements at once so the

hslflings fight the PCs as a group.

Advance the tyrannosaurus by 3-6

HD, Increase the Search and Dis-

able Device DCs for the traps in the

adventure by 1-3. Finally, give the

mummy at the end of the adventure

1 or 2 levels of cfenc.

If you are playing "Crypt of Crimson

Shards" as a stand-alone adventure,

Tophran thanks the PCs for their ser*

vice and sends them on their way. He

views the encounter as “strictly busi-

ness/' although he is happy to procure

any dragons hard items the PCs might

have been looking for.

Ifyou intend to continue tbe^Shiirds

of Eherron 1

' Campaign Arc* Tophran

has an exciting new proposal Ibr the

PCs upon their return. It seems that

another rare dragonshard, even larger

(ban the first, is hidden somewhere on

the mysterious continent ofXen'Drik-

Por more details, be sure to check

out
HTemple of the Scorpion God," in

DlJNCEOM 114. ii3

When not pfonnirtg rtnejfcnd*

ish uwys to destroy pto/rr char-

titlen, Andy Coffins uwrks as an

RTC developerfor Wizard* of (fir

C«w(. He Jives irt W(uh \ngtim Lriifi

hk wife, RPC designer Gwendolyn

EM. JCesJTrE, ami (taj>nvo noisy hif-Sia-

mesetafs, tfrubo oocasionafiy updates hi

wt'hulr. UML'u-.tmdycoi 1 imjiet.
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\ C I hat happens when a sin-

\ / isler conjurer catches a

\r dryad and manages to bind

her fey spirit to a carnivorous tree from

the Abyss? The caretakers of Hanali's

Cradle found out the hard way—can She

PCs reclaim this sacred elven site from

its corrupted mistress before she extends

her powers even further?

"The Amarantha Agenda"' is a DSjD

adventure for four ijth-level PCs. The
adventure features strong themes of

nature against corruption, so dru-

ids. rangers, and other characters with

supernatural ties to the natural world

are especially suited to this adventure.

“The Amarantha Agenda" can be set in

just about any forested location in I he

Forgotten Realms, Ebehron, or other

campaign world without difficulty.

fldvenhire Background
Helmwood is a large hardwood forest

populated by several thousand elves and

their centaur and fey allies. Yet not all of

the denizens ofMelmwood are kind and

capricious. For many years a powerful

wizard named Turlath lurked in the most

remote reaches of the forest. The elves

have resisted the advances of Turlaths

army ofdemo n icaliy-infused pla nts. an d

with the aid of several watch towers and

holy sites they ultimately managed to

hedge the wizard and his minions into a.

relatively small section ofthe wood.They

were never able to completely destroy

him, as the defenses in his lair were quite

form id able. But as long as their hedge

held r Turlath was unable to expand fur-

ther into Helmwood.

One of these watchtowers was actually

a sacred site built by the fey creatures of

the forest* a site infused with the ambi-

ent forces of nature. This location came

to be known as Hanalis Cradle, after the

elven god of nature. A powerful nymph

druid gifted the site with a magical

instrument called the Gr«w bond Harp

that could be used to draw upon these

energies to infuse the music's subject

with this ambient magic, allowing a full

transformation Into a creature of nature

known as a wood ling.

In Ihe end.Turlath's greatest enemy

proved to be himself After capturing

a dryad named Amarantha, he used

his infernal magic to not only irans-

form her into a half-fiend dryad, but

also bonded her soul to an Abyssal

tree known as an ironmaw, Amaran-

tha loathed what Turlath had done to

her, and when she discovered she could

manipulate the fiendish energy 'fur-

lath had infested her with, she secretly

honed her skills until finally she was

able to destroy Turlath and much of

his work. In the ruins of his deep forest

hideaway, she searched for a method

to expunge the fiendish corruption

from her body, but everything she

found suggested her t cans forma i ion

was permanent.
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So Amaranths began searching

instead for ways to inTose her body with

the natural world* hoping to dilute her

corrup t ion with a n "overdose"' o Tna lu re.

And now r her investigation has led her

to Han ali
J

s Cradle.

fldventure Synupais
The elves ofthetown ofEvistar have always

depended on Hanali's Cradle to protect

them from the evil wizard Tbrhtb. Yet

recently* a terrible mass ofcorrupted plant

monsters attacked the town with dread-

ful success. The creatures were defeated*

but She town was lost, Tire surviving elves

beg the PCs to travel to Hana Iis Cradle

to determine what's happened. Once the

PCs reach the outpost, they must contend

with Amaranths and her vicious minions,

including her bonded ironmaw.

Fldvenlwe Ijughs

This adventure assumes I hat the PCs ire

either traveling through He Emwood and

happen to come upon Evistar by chance*

or that they arc contacted by the dven

ranger Kabrinth, who either knows the

PCs. by reputation or has a prior rela-

tionship with one of them. In this case,

Kalarinth uses an finimgJ messenger to

contact the PCs with a call for aid after

the attack on Evistar. In the message, he

explains that Evistar has been destroyed

by corrupted plant monsters and that

the elves are abandoning the town, but

that he would like the PCs to investigate

Hanali’s Cradle and find out why the

watchtower failed lo protect and alert

Evistar of the attack.

If this adventure hook wont work for

your campaign^ consider one of the fol-

lowing hooks instead.

« Either one of the party’s spellcasting

patrons or one or the PCs need a rare

material component for a magic item

or spell they ate researching. Whatever

this item may be
p
the closest location

where it can be found is Hclmwood.

The PCs must travel there and visit

the town of Evistar to gam the com-

ponent,

* While researching related magic per-

taining lo the natural world, one of the

PCs finds reference to Hanali's Cradle,

a location in Hclmwood where it is said

that the ambient magical energies ofthe

natural world are concentrated. Legend

holds that a magic harp kept at 1 Janali's

Cradle can infuse those who play it with

this magical energy. A character looking

to gain more powers from such a source

would do well to investigate.

TIjE TUTZ3RG OF EV35T7IR
Evistar once shone like a glistening

emerald in the heart of the forest, yet

now, the town lies in min. Great trees

shaped into living homes by the elves

and fey that dwelt in this magical town

now lie shattered into kind Ling by some

terrible force. The elves who survived

the disaster now sift through the rub-

ble of their homes, morosely looking

for anything that survived and hoping

to find loved ones that remain trapped

in the nibble. Dozens of elf corpses lie

scattered on the pale green floor of the

forest like windblDwm leaves, their bod-

ies riddled with thorns. Near the center

of the ruined town, a large number of

mourning elves have gathered around

a smoking pyre, atop which burns a fig-

ure laid upon a bier of wood. Elsewhere,

massive mounds of foul -smelling and

rapidly decaying plant matter steam and

bubble in the sunlight.

When Amara nth a slew Turjath, she

did more than merely kill an evil wiz-

ard. She unleashed a terrible scourge

of corrupted plant monsters into

Hclmwood. This unspeakable blight

has slowly grown as the creatures once

imprisoned in TurlaEh's fortress escape,

one at a time. The elves of Evistar have

long known of the threat Turlath posed*

but they also relied on the numerous

watch posts like Banal i's Cradle lo pro-

tect them and warn them of peril. When
Amarantha took the Cradle and killed

its guardians, she robbed Evistar of its

closest warden. And when ihe legion of

plant monsters that followed came upon

the I own, they destroyed it. Half-fiend

treants* fiendish shambling mounds,

and spo rebats made short work of the

town’s structures and slew many elves.

They were themselves defeated by the

town's defenders, even though Evistar

s

most powerful druid, a man named

Rokuras Kivcrgreen, perished in the bat-

tle.The mounds ofrap idly d ecaying plant

matter arc the bodies ofthesc monsters,

Ihe process of decomposilion acceler-

ated by their tainted natures.

The town now lies in ruin, and its lead-

ers have decided to abandon it. When
ihe PCs arrive, the elves arc busy sift-

ing through the nibble in search of any

valuables or survivors they can take with

them on theif retreat. The mood here

is of despair and sadness: ihe majority

of the elves do not react lo the party's

arrival at all
r
choosing instead to focus

on their grim task. Of I he town's popula-

tion of ojo elves, only 24 survived

Before long, the PCs are approached

by an elfin strange armor crafted from

hark. This is Kabrinlh Eshaldron (NG
male elf ranger 10). the only survivor

of Rviii Ear's leaders. If he called the PCs

using ? n flnirnaJ messenger spell, he greets

(hem somberly. Otherwise, he asks a few

questions to determine who they are
p

what their business is in Evistar, and

if they’re interested in doing him an

important service.

Kalarinth explains to the PCs that

the elves have long known that cor-

rupted plant monsters like these lurk in

the wood's depths, but that they have a

large number of outposts and watchtow-

ers surrounding the tainted section of

woods, and that normally these outposts

can contain the creatures. At the very

least, the tower guardians arc charged

with raising an alarm to warn the nearby

dven towns.. The closest tower to Evistar

is a holy site known as Hanali's Cradle.

Evistar received no warning ofthe attack

from the Cradle, and Kahn nth wants to

know why. He fears that the Cradle has

been captured or corrupted, the possibil-

ity ofwhich portends di re d evelopmcnis

for the rest of Hclmwood since Hanali’s

Cradle is also a sacred site infused with

powerful dven magic,

Kalarinth’s primary charge is to see to

the safe evacuation of Evistar's refugees

to another clven settlement. As such,

he has no time or resources to inves-

tigate the situation at Hanali's Crad!e
h

and hopes the PCs take up this task for

him. If they agree, lie gives ihem direc-

tions to the Cradle and warns them that
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iflhe Cradle has fallen to the enemy,

they have in their control a potent

magical harp thal can be used to har-

ness and focus (he site's ambient natu-

ral magic. If the PCs ask for or demand

payment for their services, Kalarinth

appears crestfallen hut promises them

hell see what he can do. He does men-

tion that the magical harp at the Cradle

can be used to infuse one's seif with

great natural power, and if they can

make sure that the site is not under

the enemy's control they might be

able to take advantage of this source

of power.

Ifthe PCs think to ask, Kalarinth tells

them that three elven rangers guard

Hanali's Cradle. If they don't ask. Katar-

i nth doesn't 1 hink to tell them this, since

he ha* no way of knowing Amaranths

may try to deceive the PCs once they

reach the Cradle,

Trailing to

Tjan alls Cradle (EL 13)

Han a! is Cradle is three mites southeast

of Evistar in an area of medium wood-

land with sparse trees but relatively thick

undergrowth- While this is a relative ly

short distance, the region has grown

father dangerous in the short amount

oftime since Amaranth? claimed the site

as her own.

Since it's unlikely the PCs have ever vis-

ited Hanalt's Cradle before, Mfporf wont

allow them to save time. Grenier Meporf

works, since Kalarinth can provide a reli-

able description of the Cradles location.

Likewise, transport via plants can allow for

quick travel to the site.

Travel by ground is via a slightly-over-

grown forest trail that doesn't impact

Overland movement rates, so a party

moving at a speed of 30 feet can reach

the Cradle in about an hour. Flight works

as well The Cradle itself is in a clearing

and thus quite visible from the air ifthe

PCs simply travel southeast from Evista

r

and keep their eyes open.

Creatures: When the PCs travel to

Hinaii’s Cradle, they'll run afoul of

some of the fiendish plant monsters

that lurk in the area, stragglers from

the assault on Evistar that have been

foraging in the region.

If the PCs travel overland, they are

ambushed by a group of advanced

fiendish shambling mounds that rise

up from the undergrowth. A successful

Spot or Listen check allows characters

to react in the ensuing surprise round

as the shambling mounds close to

melee distance, [f the PCs instead travel

by air, their flight arouses the interest

of a group of sporebals that lurks high

in the branches of Hclmwood's taller

trees. A sporebat is a fungoid predator

that resembles a dark gray bat made

of spongy material A large, lichens eye

gazes out from the center of Ihe crea-

ture's body. Standing three feet high

with an eight-foot wingspan, a spore-

bat's two legs and tail end in viciously

hooked claws. They communicate with

a strange, high-pitched language that is

unintelligible to non-sporebats.

f Fiendish shambling mounds (4):

CR 9; Large plant (extra planar); HD
i2dS+j6; hp 90 each; Init +4; Spd 20 11.,

swim 20 ft.; AC 20, touch 9,. Hat-footed

20; Rase Atk +9; Grp +18; Atk *13 melee

(3db+s, slam); Full Atk +13 melee (}d6+5,

z slams); 8A improved grab, constrict

idfr+y, smite good i/day (+12 damage); SQ
darkvision 60 ft-, immunity to electric-

ity,, low-light vision, p] ant traits, damage

reduction 10/magic, resistance So cold

and tire 10, spell resistance 17: AL NF;

SV Fort +u, Kef +4, Will +6; Str zi, Dex

10, Con 17. Jnt 7, Wis io B Cha 9.

Sbffte Hide +5 (+13 in swampy or for-

ested areas), Listen +9, Move Silently +9.

Fntfg Improved Natural Attack (slam).

Improved Initiative, Iron Will, Power

Attack, Weapon Focus (slam).

f Sporebat*

[3}; CR 10; Medium
plant; HD i^dS+30:

hp 97 each; Init +9:

Spd 5 ft,, fty 60 ft.

{good);AC 15, touch

15, flat-footed 10;

Base Atk +11; Grp

+13; Aik -Kj. melee

{id4+z
i
daw); Full

Atk +ij melee (id^+z, z daws) and +S

melee (itiq+i, tail rake); SA enervation ray

(+16 ranged touch); SQ camouflage, fire

immunity, plant traits low-light vision,

silent; AL NE; SV Fort +i>, Ref+io, Will

+5; Sir 14. Dex zi^Con 15, lnt8, Wis 11, Cha

4; Fiend Folio 161.

Skills; Listen +2, Spot 4-20,

feats: Alertness, Cleave, Flyby Attack,

Hover, Improved Initiative, Power Attack.

Etanutfon ray (Sujfc A sporebat can fire a

brown ray every other round at any target

with in 150 feet.The ray lu nettons as an rner-

tHshon spell cast by a izth+level sorcerer.

Gamoufiegt ( D u ri ng any cond it ion

of illumination other than daylight, a

sporebat can disappear into shadows,

giving it total concealment [5a% miss

chance). Artificial illumination, or any

light spell, negates this effect.

Silcnl (Ex): Sporebats move in absolute

silence and make no noise.

T^rmfis Cradle (EL 15)

A wondrous sight fills this woodland clear-

ing. Rising above the surrounding woods

a re three symmetrically arranged enor-

mous trees whose upper branches have

grown logelher to create j platform fifty

feet above the ground. An octagonal build-

ing with a roof of leaf-shaped shingles

sits on this platform, while encircling the

platform's edge h a railing of razor-sharp

thorns. The structure glistens wetly as if it

had recently rained, despite the fact that

the surrounding vegetation is dry. A fourth

tree grows to one side of these three—this

is the only other tree in the clearing, and its

twisted branches and mottled leaves seem

to indicate it may be diseased.

H,mails Cradle, although currently

inhabited by Amaranths, retains its

soothing and powerful magical aura,

a direct manifestation of the focus of

natural magic in the clearing. All druid

and ranger spells, as well as spells from

the Animal and Plant clerical domains,

are automatically heightened by 1

spell level (as if by the Heighten Spell

melamagic feat) if cast in the clear-

ing. You may also include spells cast

from other nature-themed classes or

domains as you see fit. In addition,

all saving throw DCs from the super-

natural abilities of fey increase by 1

in this area.

The trees that support the small build-

ing are also infused with this magic.
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Any damage done lo these (rets is repaired at the rale of 10

points per round, This applies to the walls ofthe structure as

well. Jn addition, the trees and structure: have spell resistance

30 against spells that specifically affect wood (like mrf wood

and rrpcJ

Ringing the circular platform is a carefully cultivated

wall of razor-sharp thorns. Unlike the iuoU of ihorm spelh

this wall is only a Toot thick and made from tough natural

vegetation. It is infused with the magic of this site, but

ii k not itself magical and thus cannot he dispelled. Tine

wall circles the platform's rim, so any creature climbing

up from below must pass through the thorns. This inflicts

only tdj points of damage, but anyone who takes damage

From the thorns must also make a DC iS fortitude save to

resist being poisoned. The thorn poison deals zdb Strength

damage on 1 failed save (both initial and secondary). The

wall itselfis five feet high* and can be climbed with a DC 15

Climb check (svith damage and possible poisoning being

suffered each round of climbing).

hour wooden doors exit the central building* each door

merging almost seamlessly with the surrounding wood. While

none of the doors are currently locked, they can all be barred

from the inside.

Aside from the doors, two platforms (flush with the rest of

the wood) arejust visible from the ground below the outpost.

These platforms were raised or lowered by the elves via ropes,

and are Secured by stout iron bolls when not in use. Each

pisiform weighs 150 lb, and takes up a 5- foot square.

Tree Trunks: 10 fl, thick; Hardness 5: hp 1,200; Climb

DC 15; Break DC 50.

Wooden Platform: 5 fl. thick; Hardness 5; hp 600:

break DC 40.

tj? Wall of Poison Thorns: 1 ft. thick; 5 ft. high: Hardness

5; hp 60; Climb DC 15; Break DC 25.

If Wooden Building Walk: 6 in. thick; Hardness 5; hp 60;

Climb DC zo; Break DC 30.

tj? Wooden Doors: 2 in, thick; Hardness 5 hp 20; Break DC 25.

Creatures: The diseased-looking tree near the Cradle

itself is in fact Amaranlha's bonded ironmaw tree. After

attacking and killing the Cradle's defenders, the dryad used

the CTttnband Harp to infuse herself with the site's power,

transforming herself into a wood ling in exchange for her

half-fiend template. Since then, she's spent the last few

days studying the Harp in hopes offinding a way to further

expunge the fiendish taint from her body. Unfortunately for

the PCs, Amarantha's infusion of nature has done nothing

to soften her cruelty and hatred toward non -plants.

Amaranth? is likely inside the Cradle when the PCs

arrive in the region unless they are unusually loud in their

approach. She depends on her ironmaw to inform her if

intruders appear. If the ironmaw notices the PCs coming,

it remains motionless, appearing to the untrained eye as a

harmless but horribly diseased tree. It uses its bond with

Amaranth? to telepathically aJert the dryad to the PCs
1

arrival

as soon as it notices them, A successful DC 22 Knowledge
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(nature) check immediately identifies

(he ironmaw far what it is, hot otherwise,

only magic (like- dried evil) can reveal the

danger the ironmaw presents before it

attacks. When it does attack, four power-

ful tendrils until rl from the plant's upper

body, and a massive fanged maw opens

in the side of its trunk.

If Amarantha is alerted to the PCs'

approach, she takes a round to use her

welnd of m£njc armor on herself (this

bonus is included in her slats). She

then uses her JIm tht scene invocation

to dimension door up on top of the wall

of thorns lhat surrounds ihc platform,

Note that she does not take damage

from the thorns on the wall since her

damage reduction is high enough to

block it, bhe calls out to the PCs, asking

their business in Hamli's Cradle,, even

ifshe cannot see or hear them herself If

the PCs attack, she responds as detailed

In Tactics, If instead, the PCs decide to

talk, she introduces he rself as Amaran-

tha and claims to be the Cradle's guard-

ian* A successful Sense Motive check

opposed by her Bln IT check allows a PC

to note the deception.

If asked about the strange, diseased

tree (her ironmaw^ she claims it has

been corrupt cd by the same evil ener-

gies that plague other pans of this for-

est, and that she is seeking a way to

heal it. Ifa PC points out that the "tree'"

radiates evil, she nods mournfully and

indicates that she knows this, hut that

it is but another manifestation of its

supernatural disease,

if the PCs ask her why Evistar wasn't

warned ofthe attack, she feigns surprise

and horror, and claims that no such vile

army of plant monsters passed within

a mile of Hanali's Cradle. She offers

teleportation magic as an explanation—

“Perhaps the monsters used a portal

from the corrupted section ofwoods to

attack Evistar by surprise?"

Amarantha's goal is to get the PCs

to leave without attacking or entering

the Cradle’s interior, since the bodies

of its three guardians still lie within.

She tries to get the PCs to turn their

attention to the expanse of corrupted

forest that once served as Turlath's

domain. Ifit becomes obvious that the

PCs aren't buying her story, she attacks

as detailed below.

Although Amaranths was able to

cleanse herself of the corruption caused

by the half-fiend template that Turlath

infused into her body, she still retains

the warlock levels she gained as a result

of this fiendish infusion, A warlock is

a supernatural character whose sinister

arcane powers are inborn abi titles, not

spells, A warlock's signature power is the

ability to channel eldritch energies into

a single blast ofdamaging power.

f Amarantha,

female woodllng

dryad warlock 10:

CR13; Medium fey;

HD Md&+^; hp 93 ;

Init 4io' Spd jo ft.
r

fly 30 H. (goodjs AC

31, touch 17, flat-

footed 25: Base Atk

+9; Grp +9; Atk + ]G

melee [id^+i plus 5d& plus bEindness,

41 tlf hatie dagger with hideous blast) or

+15 ranged ($d<i, tldfilth blast plus blind*

ness); Full Atk +16/+11 melee [id 4+1, +1 el/

bant dagger) and +11 melee (id6, slam) or

+15 ranged (sdb, ddritdi blei^t plus blind-

ness)? SA eldritch blast, invocations,

spe El-like abilities? SQ damage reduction

S/cold iron, damage reduction 5/sl ash-

ing, deceive item, deErct magic, fiendish

resilience, ironmaw dependent, low- light

vision, plant traits, resistance to acid 10

and lire 10, vulnerability to fire* wild

empathy +19; AL CM; SV Fort +9, Ref 413,

Will +12; Str 10, Dcx 22, Con 16, Int 16,

Wis 12, Cb.i 24; Cofli^ff^rcflRfjwarlock)

5 r
Monster Manual IJf (woodlingj 197,

Skilly, Ulu tT 425, Diplomacy +15, Escape

Artist +13, Handle Animal 414, Hide 413*

Intimidate +15, Knowledge (arcana) +13,

Knowledge (nature) +10. Knowledge (the

planes) 413, Listen 48,, Move Silently +13*

Ride +S< Sense Motive +n, Spot +8, Sur-

vival +3 , Use Magic Device +17,

Fears: Combat Expertise* Dodge,

Great Fortitude, Improved Initiative,

Weapon Finesse,

Language: Abyssal, Common. Dra-

conic. EJven, Sylvan,

Eldritch BZnst {'Spjt Amarantha’s ridriteh

blast manifests as a 250-fool -long ray. It is

a ranged touch attack I hat affects a single

JImaranfiia'5 Invocations

If you don't have access to Com-

plete Arcane* use the following noles

when usrng Amarantha's invoca-

tions during play* She can use all of

these invocations at will? activating

an invocation is a standard action

that provokes attacks of opportu-

nity. The number that follows each

invocation's name is its effective

spell level. The effects of her invoca-

tions are included in her stat block

as appropriate,

Beguiling tojluirtct (2nd); Amaranths

gains a 46 bonus on Bluff Diplomacy,

and Intimidate checks for 24 hours.

Beshodvwtd Blast (4th Anyone

who takes damage from Amaranths
eldritch Mast must mate a DC 21 For-

titude save or be blinded fori round.

Eldritch Spear (and); This invocation

increases ihe range of Amaranth

eldritch Wasi from 60 feet to 250 feet.

ME Flight [3rd): Amarantha sprouts

a streaming, winglike cape of shad-

ows that grants her a fly speed eouaf

to her land speed (good maneuver-

ability) for J4 hours.

flee the Scene (4thj: Amaranths can

use dJnrensron door as a spell-like abil-

ity, although the range js only 50 feet.

When she uses Shis image, she leaves

behind a major Imatfe of herself in her

place that lasts for 1 round. The image

reacts appropriately to attacks at: ifshe

were concentrating on it.

Hideous Blow (1st); As a standard

action* Ama rantha can make a single

melee attack, Jf she hits, the target

is affected as if struck by her eldritch

blast, in addition to any weapon

damage she inflicts,

target, allowing no saving throw. Amaran-

thas eldritch Ua$ 1 deals ^d6 poi nts of d am -

age on a hit This ability is the equivalent

of a 5th-level spell, and is subject to spell

resistance. An tldriteh bEosr deals half dam-

age to objects, but the damage bypasses all

forms ofdamage reduction and all forms

ofenergy resistance.

Jn vacations: Invocations are simi-

lar to spell-like abilities—they repre-

sent a warlock's repertoire of attacks,

defenses, and abilities. A warlock can

use any invocation he knows at will.

They are considered spell-like abilities;
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invoking one provokes stacks ofoppor-

ttinily and they can be disrupted.The save

DC for an invocation is 10 * the cqu iva-

lent spell level of ibe invocation + the

warlock's Charisma modifier. Unlike

other spell- like abilities, invocations

arc subject to arcane spell failure from

medium or heavy armor

Detect Magic (Sfjc As a oarlock, Amn-

rantha can use dried magic as the spell at

will Caster level loth.

Deceive Item ffjcj: Amarantha can take

10 at all times with her Use Magic Device

skill She does not automatically fail at

using this skill on a natural 1.

Fiendish Residence (Sujt Once per day,

as a free action, Amarantha can enter a

state that lasts for 2 minutes. While in

this state,, she gains fast healing l.

hcnmtftv Dependent (Sujc Whereas most

dryads are bound to a tree*Amarantha is

bound to an ironmaw. She must remain

within 300 yards of it at all times. If she

exceeds this limit, she becomes ill and

d ies within ^d 6 hours, Th is al so hap pens

if the ironmaw is destroyed. The fiend-

ish ritual that bonded Amaranth* to the

Ironmaw also established an cmpathic

link between them.
r

rhis link func-

tions in much the same way as the link

between a wizard and her familiar.

PJonr frails Immune to poison, magic

sleep effects, paralysis, polymorph, stun-

rung, mind a fleeting spells and abilities*

and extra damage from critical hits.

Wnducli Jnvoruhons Known [caster level

10): least—begut/jFig influence t
eldritch spear,,

hideous blow: ksscr—'farshodcnvfd bbsf(DC

n)
rftUJli£ftt,jl£e the scene.

Dryad SptU-Ukc Abilities ($p) At will—

enrangle (DC 19}, speak it'tfh fronts, tree

shflpr, 3/day—charm person {DC 19), dref

iftunher (DC u), tree stride, i/day—sugges-

tion (DC 21). Caster Eevc! 6th. Includes

¥ 1 bonus to save DCs for proximity to

Hanali’s Cradle,

Wwdhng Abilities (Sp) jfday

—

speak ivith plants 1/day—command plants

(DC 22), entangle (DC 19), summon nature's

ally If summon nature's ally IV, summon

nature's ally VI Caster level 34th. Includes

+1 bonus to save DCs for proximity to

Harulis Cradle.

Possessions^ +1 elf bane dagger, ring of

protection +1, amulet of health +2, uand of

mage armor (33 charges),, wand ofdisplace-

ment {7 charges), wand of cure moderate

ivourtd* {17 charges),

f Ironmiw:

Cft 13; Huge plant

(extraplanar); HD
tadS+ji' hp *26;

S n It —1; Spd 10

ft.; AC 25, touch

7, Hat-fooled is;

Base Atk +9; Grp

+171 Atk +17 melee

(idb+xof i 9-20,

tendril); Full Atk +17 melee (idfr+io/ip-

lo, 4 tendrils) and #-il melee (idfit^

bite); Facc/Reach ts ft,/is ft. (60 ft, with

tendril): SA attach, engulf illness, ten-

drils, wounding; SQ damage reduction

13/magic slashing, immune to cold and

electricity, resistance to acid 10 and

sonic 10. plant traits* spell resistance

jo; AL NE; SV Fort +14, Ref +3, Will

Sir 30, Dtx 9, Con 23, Ini 4, Wis 13, Cha

14. Fiend Folio 104.

Skdk Hide +6 {+^21 in forested terrain^

Listen +14, Spot +13-

Frols: Alertness, Cleave, Great Cleave.

Improved Critical (tendril), Power Attack.

Ldsr^ufljgc: Abyssal

AUach (Ex) Ifan ironmaw hits with a

tendril attack, the tendril, in addition to

dealing normal damage, attaches to the

opponent's body. A tendril p tills a stuck

opponent 10 feet closer in each subse-

quent round (no attack of opportunity)

unless the opponent breaks free, which

requires a DC 25 Escape Artist check

Or DC 26 Strength check. An itonmaw<

can draw in a creature within 15 feel of

itself and bite with a +4 attack bonus

in that round. An ironmaw can draw a

creature into its space and attempt to

engulf it as well

A tendril can be severed by a single

attack with a slashing weapon {made as

an attempt to sunder a weapon) dealing

at least 13 points of damage.

Engulf (Ex): As a standard action,

an ironmaw can attempt to engulf a

Large or smaller creature that enters

its space. The victim of the attack

can make an attack of opportunity,

but if it does, it does not get a saving

throw. A victim that does not make
an attack of opportunity must make a

DC *5 Reflex save or be engulfed; on a

success, the victim is pushed back or

aside (but is not freed from attached

tendrils). An engulfed creature takes

2d6+io points qf bludgeoning dam-
age and must hold its breath or begin

to suffocate.

Illness (Ex). An ironmaw's tendrils can

sap an opponent's health. Anyone caught

by a tendril must succeed on a DC 22

Fortitude save or take id 6 points ofCon-

stitution damage.

Tendrils (Ex) An ironmaw can attack

with its four tendrils from up to 60

feet away. Anyone struck by a tendril

takes damage, loses blood, may suffer

illness, and risks being drawn toward

the iron maw's trunk.

Wounding A wound resulting

from an iron maw's tendril attack bleeds

for an additional 3 points of damage

per round thereafter. Multiple wounds

from such attacks result in cumulative

bleeding loss (two wounds for 6 points

of damage, and so on). l*he bleeding can

be stopped only by a DC 10 ideal check

or the application of any cure spell or

other healing magic.

Tactics: If the PCs attack or attempt

to enter the Cradle itself Amarantha

immediately attacks. If she's initiat-

ing an attack, she begins by using a

jnggmion to cause a spdlcaster or

archer to go Lake a nap under the

"'diseased tree " Once combat begins,

she orders the ironmaw to attack any-

one who tries to sleep near its rools.

It also uses its tendrils to attack

anyone who attempts to reach the

Cradle platform,

Amarantha tries to maintain ranged

superiority, using her fell flight and flee

the seme invocations to do so. She uses

her eldritch bias! on spclEcasters and

characters armed with ranged weapons,

alternating it with summow nature's allies

and using rn tangle and charm person to

immobilize strong fighters. If anyone

reaches the platform, she opens the door

and calls on the two sporebats within to

come to her aid.

Although evil Amarantha isn'l sui-

cidal If things are looking grim (espe-

cially if her ironmaw is faring poorly),

she flees the scene \o her ironmaw and then
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commands it to retreat. She uses her

winds to protect and heat it as necessary.

Once she (Ices into the woods, a successful

Spot check opposed by their Hide checks

is required to note I heir location.

Treasure: Amaranths has hidden the

gear she stripped from the three guards

under her iron maw's roots for now.

This stash includes three +i compose

^rt^fkiLuS (+2 Str}, three +1 iongswords,

three masterworik daggers, ja arrows,

l p/cmE slaying arrows, three suits of 0-2

i t !jJJY iJ leather, 3 fi bucklers, and a wand

ofblight (17 charges).

Unskte Hie ©ufpost
The Cradles interior consists of a single

large octagonal room. Three sleeping

mils lie against one wall, A raised dais

sits in the middle of the room, upon

which rests an ornate harp made of

green and red wood. Heaped in a corner

opposite 1 he mats are the bodies of three

elves, each stripped to their loincloths

and covered with strange and deep

charred puncture wounds.

The guardians of Han all's Cradle

once lived here, but now, their bodies

lie heaped in the corner. The strange

p unc lure wounds on their bodies are

from Ama rant ha's eJdri Ech blast. The

large harp on the dias is the Grcenbond

Harp itself

Creature: If the PCs manage to reach

this area without alerting the iron-

maw or the dtyad, they find Amaian-

tha within, studying the harp intently.

She keeps two spore bats she’s con-

trolled with eottimrfifid plants in here

at all times to guard the harp as well.

The sporebats are loyal to the dryad,

and attack anyone else they see enter

this chamber

Sporebats {x): hp 97; sec page 47,

Treasure: The Grttnbond Harp is a

powerful artifact, although if brought

out of Hanali's Cradle its powers are

greatly diminished. There are no other

items of value here, as Amaranths has

looted the dead and hidden their gear

under her ironmaw.

CGRCLUDJRG
TljE KDVERTHRE
Ifthe PCs kill Amarantha, the organised

threat posed by the corrupted plants is

curbed- If,on the other hand, Amaranths

escapes, she soon replaces Turk th as the

primary menace in the woods.

In. any event, Kalarinth makes good on

his promise to reward the PCs for their

aid, even if hf didn't mention it in Evi-

star. This reward conies in the form of a

small ornate wooden coffer {itself worth

500 gp) that contains 1 0,000 gp in mbits*

sapphires, and emeralds. In addition, he

offers to grant the PCs continued access

to the Grttnbond Harp, Ifnone ofthe PCs

can activs re its powers but they still wish

to use the harp, Kalarinth can arrange to

have an elven bard perform the necessary

music for them, di
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THE AMARANTHA AGENDA BY PHILLIP LARWOOD

PfiitJfp iurites. "J have wanted lo

design an adventure usinj a cool flowery

name for rhe main villain, so 1 came up

rnffo Ihr drynd Amaranth#. In poetic terms

tht Amaranth h theflower that neverfades,

jo huff's hoping Shot A run run I hu doesn't

fadefrom your me mory anytime soon, Wtr/i F

at hast make sure she kill s plenty of PCs

before she does/'"

Scaling the Adventure

Although this adventure is designed

for 13th -level PCs* it tan be adjusied

for PCs of higher level by using the

following modifications. Remem-
ber that altering the difficulty of

the encounters in the adventure

changes the amount of treasure that

PCs find.

ing what It takes with the

natural energies and magic that

complete the transformation!. Once
a creature gain:; the woodNng tem-

plate* he must give up three charac-

ter [evels. replacing the benefits of

those three levels with (hose granted

by the woodling template. Since the

woodling template has a +j modi-

fier to ECL, the character's actual ECL

does not change.

Alternately* if a character already

possesses, a creature template that has

an ECL adjustment of +3 or higher,

he can abandon that template and

replace it with thewoodling template,

if hr: replaces a template th.it has an

fCL of higher than +3,* his new ECL
total is lower; “extra

1

" ECL bonuses are

lost m the trade, if by abandoning a

template ihe erealure becomes one
of the Creatures that th e wood ling

template can be legally applied to,

she may (hen gun the wood Img tem-

plate. A creature that would remain

a>n aberration, construct, elemental,

>u.-r, outsider, plant, undead, nr ver-

min after abandoning a template can^

not be transformed into a wood ling

in this manner. It was in this manner
that Amaranth* shed her half-fiend

template, replacing it with the wood-
ling template, although since the half-

fiend template has a +4 ECL bonus,

the Trade wasn't completely efficient

from a numbers viewpoint* Tern plates

that do not have an ECL adjustment

(such as the skeleton or rombie tem-

plates) cannot be abandoned to fuel

this transformation.

If yon don’t have access to Monster

Manual IN, you can instead have the harp

replace three of the target's character

levels with druid or ranger levels,

CL aotb: 10 lb.

14th- to ijth-level characters: Add two

fieri d ish shambling mou nds to the two r-

b n d encounter and one spombat to the

aerial encounter Increase Amaranth as

warlock level by one or two, and advance

theironmWs Hit Dice by 4 (for ijth-favel)

or by 5 and make it a Gargantuan creature

(for 15th -level),

Greenbond Tjarp (tfftyor firMTact)

This large harp functions as a normal

masterwork harp, It stands five feel in

height and weighs 30 pounds. Once per

day, a character with at least 1

rank in Perform (stringed

instruments} can use the

h 3 rp to cast one of the following spells:

break enchantment, firnl, or commune
with flatus.

The HdrpV primary function is io

channel the ambient natural magical

energies that suffuse Hanali's Cradle.

Activating this function requires a

character with at feast

13 ranks in Perform

(stringed instru-

ments). Alternately,

a DC 33 Use Magic

Device check can

be used to activate

ihis function. Chan-

neling these energies

requires eight hours

of uninterrupted con-

centration, The target

of the energies need

not be the player, bui

must be within jo feet

of the hflfp and within

tht line of sight of its

player. The target must

be willing to accept the

infusion of magic.

At the end of this 8- hour

period, the target gains a

permanent bond with the

natural wortd, transform-

ing in(o a plant-like crea-

ture known as a wood I ing.

Tills template is detailed on

pages 197-199 of the Mon-
ster Monuff/ ML This tem-

plate can only be applied to

corporeal animals, dragons,

fcy
h

giants, humanoids,

magical beasts, or mon-
strous humanoids. The

transformation takes

a fair portion of its

target's life force and

experience, rep lac-
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E
pic characters have many weap-

ons at iheir disposal from the

paladin's +7 holy vnrpol speed ejrrcrf-

sivord to the wizard's quickened meteor

swarm. These weapons can destroy the

mightiest opponent, blast legions of

6ends, and put down clouds ofdragons,

yet they are nothing compared to a

weapon created in 3 long -lost age, a

weapon so ruinous, so wicked, that gods

sacrificed themselves to ensure it would

never be used. Now that this weapon has

he^n uncovered, can anyone prevent its

cataclysmic awakening?

“Quicksilver Hourgbss'
1

is a D^D
adventure designed for four 30th -level

characters, although it can be adapted

for player characters of higher or lower

level as detailed in the 'Scaling the

Adventure" sidebar.

Adventure Background
Eons ago, a goddess named Vourzoun

waged a divine war. When she realised

her cause was doomed, she decided

to destroy everything both she and

her enemies held dear. The tool for

this terrible doom was the Quicksil-

ver Hourglass, a monstrous weapon

fueled by divine life energy. Vourzoun

ordered her lieutenant Erivatius (the

embodiment of death and aging) to

bind himself within the Quicksilver

Hourglass to provide the weapon with

a source of power. When the time was

right, she needed simply to focus the

Quicksilver Hourglass Oil the Material

Plane and order Crivathis to sacrifice

himself using a specially crafted key

to unlock his own lifeforce. If the plan

worked, all life on the Material Plane

would age at a vastly accelerated rate,

Vourzoun hoped to reduce the mor-

tal world to dust and bones in a single

apocalyptic night

Yet the construction of such a

potent weapon did not go completely

unnoticed. As Vourzoun worked on

the Quicksilver Hourglass, powers

personifying law and equilibrium.

the rulers of Meehan us, took notice.

They did not object to the principle

of her project—the exchange of a dei-

ty's divine essence for the lives of all

mortal creatures on one plane was to

them an acceptable balance. However,

they were concerned that Vounouns

plan could possibly allow* Erivatius to

survive his own sacrifice. They pre-

sented Vourzoun with an ullimaluriL

She must create a second key, one that

would activate immediately upon the

first key's use. If Erivatius was con-

sumed in Im sacrifice, the effects ot

this second key would be moot. But

if he survived, the second key would

bind him to the Quicksilver Hour-

glass, forcing him to await his judg-

ment from the rulers of Mec harms.

If she refused to build this second

key, they promised to reveal the exis-

tence of the Quicksilver Hourglass to

the deities of good. Vourzoun knew

she could not resist the combined

might of these inscrutable beings,
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QUICKSILVER HOURGLASS BY ANSON CARALYA

and accepted their proposition. She

decided that the safest place for both

keys would be within the Hourglass

itself as it is easier to defend one loca-

tion than several.

Vourzoun'splan to purge the Material

Plane oflile would have succeeded, had

not the fanatic followers of Erivatius

discovered her plan for their patrons

sacrifice. A terrible schism struck Friva-

tiu*
h

faith, and those who rebelled at the

thought of their deity's sacrifice, in a

desperate gambit, tipped offVouTZQUn
h

s

cnem ies by telling I hem of I he Quicks li-

ver Hourglass, The gods ofgood feared

that a direct assault cm the Quicksil-

ver Hourglass would only force Vour-

zuurfs hand early—they decided they

couldn't risk even a premature activa-

tion of Ihc weapon. They had only one

option open* and that option required a

sacrifice oft heir own.

Rather than staging a direct assault

on the Hourglass, You rzoun's enemies

called upon Faynsor, a good deity of

time and knowledge. They spoke w ith

him at length of the problem, and in

the end Faynsor agreed to help them

by forfeiting his own divine power

to sequester the Hourglass in a self-

contained dimensional void of non-

time. With the Hourglass stolen from

Vourzoun (along with her most pow-

erful ally, ErivaliuSt who was already

bound inside the Hourglass), the evil

goddess scrambled to defend her

realm. The resulting battle shook ihe

foundations of reality, and when the

dust cleared.,, none of this ancient

pantheon survived -

Ages came and went, and the pan-

theon of Vourzoun and Faynsor was

forgotten. The Quicksilver Hourglass

might have remained unknown for-

evermore, had not one knowledge-

able being survived the divine war.

This creature was Aoorxut, a phane

abomination sired by Erivatius who

survived the battle only due to his time

duplicate ability. Over the eons lo fol-

low, Aoorsdat could sense the chronal

energy stored in the Quicksilver Hour-

glass in his dreams and memories,

and over the eons this torment drove

him mad. The phane became insanely

obsessed with releasing this energy

from the Hourglass, if only to quiet

the voices in his head- Vet he could

not find the source—the Quicksilver

Hourglass was too cleverly hidden.

Aoorxiat spent entire ages searching

the mult] verse for it in growing anxiety

and rage.

Aoorxiat was eventually discovered

in the- Far Realm du ring one of these

despondent periods by a powerful

vampire sorcerer. This was Baucojin,

master of a cabal of horrifically pow-

erful undead spdlcasters called the

Union of Eclipses, Baucojin quickly

realized Aoomats potential power as

an ally. Although negotiation with a

mad abomination was extremely dif-

ficult, Baucojin eventually secured

Aoorxiafs allegiance in exchange for

the development and use ofepic spells

to locate the Quicksilver Hourglass and

release its energy. As Baucojin studied

the problem, he came to realize some-

thing else. if he could indeed find this

hidden dimension of non- Lime and

release the Quicksilver Hourglass, he

would be abk to trigger the ancient

w eapon himself Such a weapon would

spell doom for the vampire's many liv-

ing enemies, leaving him free to rule

over all that remained of the Material

Plane.

Recently, Baucojin completed his

research and discovered the Quicksil-

ver Hourglass" location. He, Acorxiat,

and several of his minions transported

themselves into the Hourglass itself,

and are now nit work preparing to

unleash the weapon on the mortals of

the Material Plane.

Adventure Synopsis

'Quicksilver Hourglass
1

' begins as a

powerful wizard named Ojhalia notices

a curious "ripple* in temporal energies

throughout the Material Plane, With a

bit of investigation, she learns of the

Quicksilver Hourglass and Baucojin s

plot, and asks the PCs to stop him, The

party must defeat the guardians of the

portal Baucojin created to reach the

Hourglass, and then pass through the

portal and overcome the defenders of

the Hourglass: monks and a cleric of

Erivatiu*, guardians and traps left by

Vourzoun, and guardians From Me cha-

ntl s—as well as Baucojin s raiding party .

At the same lime, they must explore the

site to learn precisely what sort ofmen-

ace it presents to the Material Plane,

eventually discovering a ritual that

might solve the problem, TWo versions

of this ritual exist, each requiring one

of two powerful magic tablets: the keys

Vourzoun was forced to create. One tab-

let grants Erivatius complete freedom

and allows him to finally trigger the

Hourglass, while the other constrains

him in place, giving the PCs a chance

to destroy him before he can trigger

the Hourglass. Baucojin and his min-

ions do nol know of the second tablet,

and halted their invasion after winning

control ofthe first tablet, thinking their

plans secure. Throughout this adven-

ture, the FCs must contend with the

fact that the Hourglass itself is slowly

awakening. The longer they remain

inside, the more rapidly they age—the
PCs must defeat Baucojin and destroy

Erivatius before they die of old age in a

mere seven days.

Adventure Hooks
The PCs in this adventure are powerful

characters. As such, word oftheir deeds

has likely spread throughout the mul-

tiverse, so the ancient half-elf wizard

Ojhalia has doubtless heard of them

and knows of their power. This adven-

ture assumes that Ojhalia contacts the

PCs via sending spells and asks them !o

visit her immediately. She tells them

that an ancient weapon is about to be

unleashed on the Material Plane, and

time is short if the PCs want to save

Lhcir homeland. She provides a detailed

description of her library, enough for

a grefl^r teleport spell to get the PCs

there with case. The exact location of

Ojhalia’s library is left vague, so you can

place it in a location that makes sense

lor your campaign. Likewise, ifanother

powerful wizard is already part of your

game, feel free to substitute that wizard

for Ojhalia.

Once the PCs have gathered their sup-

plies and arrived at Ojhalia's library, pro-

ceed with Chapter One below.
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CHAPTER ONE;
SFVEN DAYS TO DEATH
Ojhalia is an ancient half- elf in green

and gold robes, She wears her chestnut

hair braided about a circle t, and her

sharp emerald eyes always seem to be

appraising those nearby. Ojhilin is one

of the greatest authorities on tempo-

mi magic and the interaction between

different dimensions along the borders

between different planes of existence.

She keeps a relatively low profile, but is

nevertheless a powerful character. Her

guardian is a silent, patient, and deadly

solar named Andirell.

After a brief introduction, Ojhalia

begins explaining. She's obviously flus-

tered and nervous, and doesn't have time

for interruptions. Read or paraphrase the

following to the PCs at this time.

The ages are punctuated by cataclysms

that nvolve direct conflict among the gods,

Peitiaps in your travels you have heard tales

of -ruch arm a geddons ? Cor- jiinly, eou n tless

lj ch events have taken place in the p^S,

and I guarantee more will take place in the

(uHhc. Occj is ion ally, something from these

deific wars survives, lo be uncovered in a

Inter agr, A jeweled songbird appears and *s

used by a crusading bard lo free the King-

doms of Man. A simple mercenary captam

rides a kaden destrier, draining she force

{if any spell cast in its presence, and con-

quers the greatest magocracy of his world.

A fortress ‘hat causes all living things to age

2 year in a single minute is discovered by

a genocidal sorcerer who uses it to murder

the Material Plane. The first two tales are

history* The third will come to pass in seven

days. unless you can stop it?

At this point, Ojhalia s willing to enter-

tain, questions from the PCs, likely ques-

tions (and her answers) are given below.

What is ibis fortress? How can il kill

everything on l he Material Plane?
M
Eons

ago, a divine conflict pitted the forces of

Tantrion
h
god of light and reason, against

those ofVouriCun, goddess of magic and

destruction. As defeat became certain

to Vourzoun, she devised a scheme to

ensure the victors would be punished

—

she forced her lieutenant Erivatius, god

of time and aging, to sacrifice himself

in order lo fuel the

Hourglass, a weapon built

to cause rapid aging

across I he entire Mate-

rial Plane, This horrific

act of sacrifice^ unusual

among the forces of evil,

was fortunately offset by

a similar sacrifice by the

forces ofgood. Just before

Erivjtius could finish his i

self-sacrifice, a deity of

lime named Fayns or surrepti-

tiously sacrificed himselfto burl

the Quicksilver Hourglass into

a timevoid. In the ensuing

battle, nothing survived, and

the terrible threat of the

Hourglass was forgotten.

Fora time.
1 '

What is a
H limevoid? J'

"Until this morning, J'd

thought of Limcvoids as

little more than theory.

Turns out
p
they exist. When

two planes are coterminous,

that is, when two planes share a

boundary, pockets of time become

trapped between them. These pock-

ets are timevoids—self-contained

demiplanes cut off from the rest of the

multi verse. Indeed, cut off from time

itself a creature trapped in a timevoid

would cease aging, but would also be

unable to escape without the most

powerful magic."

How did you kirn about this?

powerful sorcerer named Baucqjin used

an epic spell he created solely to detect

such an anomalous region in the comers

of the multiverse, Once he found it, he

used another epic spell to create a portal

from a cavern deep underground to the

timevoid. When he and his allies passed

through the portal^ I noticed a strange

fluctuation in the flow of time—essen-

tially, time stopped for a fragment or

an instant while the portal was open. I

have always been sensitive to temporal

magic, but even I almost didn't notice

the ripples the portal caused."

Who is Baucqjin? "‘He is a power-

ful vampire sorcerer, and the leader of

a cabal of undead known as the Union

of Eclipses. He's traveled the planes

extensively, I can only speculate that he

Learned ofthe Quicksilver Hourglass on

on e o f th ese sojourns.'"

Why would Ran cojin be interested

in the Quicksilver Hourglass? '"Banco-

jin has many enemies on the Material

Plane. He once ruled a vast empire here,

but was exiled to the outer planes centu-

ries ago. He lusts for his old empire, but

his enemies have maintained a watchful

eye, I myself belong to one such society

dedicated to keeping him from return-

ing. Yet, if he could kill u& all at once,

there would be nothing preventing him

from returning here to rule. And wilh

the Quicksilver Hourglass, he has found

a way to do just that- He intends to com-

plete the Hourglass' original mission,

to accelerate the aging process of every-

thing that lives on the Material Plane.
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THE UNION OF ECUPSES

The character might have heard ofBaucojin and the Union of Edipses
r
orthey might resort

to donation spells So learn mom Use the information here to fill in Ihe blanks as needed.

The elven kingdoms of Verdoycr are located on a distant world on the Material

Plane. For decades, these kingdoms have faced a vicious foe, a vampire known as Sau-

cojin. This shadowy menace has led various cults and cabal; in destructive schemes,

always rising from tfv; ashes of defeat to threaten a new catastrophe. Baucojin

recently allied himself with an ancient evil from Jegend
h
the lichdord Huersefful, who

reappeared after centuries ofabsence—it unknown whether Baucojin engineered

Huerseffufs return or was simply quick to* profit from it. Shortly after this pairing

became known, rumors spread that the two would bring to fruition one of the nation's

most dire prophecies, "The Final Union of Eclipses."

Verdoyer
h

s world contain; three moons; the Crimson Blaze, a small flame- red moon
associated with wan the Shrouded Orb, a large gray moon associated with death and

ages best forgotten; and the Verdant Passage, a green moon representing Elysium.

Great events are known to occur when all three moons eclipse the sun, and "The

Final Union of Eclipses"
-

slates that the ultimate cataclysm will be the last of those

events. When Baucojin claimed the title of" The Crimson Eclipse" and Huersefful "The

Shrouded Eclipse" the scholars and priests of the elven kingdoms wondered what

fell being would be revealed as the expected "’Verdant Eclipsed knowing that the next

iriple-edipse would not occur for a nol her seven years. This identity was soon revealed,

to the drt’ad of all, as (virere. An elven queen and champion of her race, Baucojin and

Huersefful had somehow transformed her Into a vampire. She disappeared from sight

after disposing of the other members of her court, and has been rumored to be the

intelligence behind recent crippling strikes against the elves' civilization.

Baucojin actually cares nothing for the prophecy. He has merdy been exploiting the

elves" legend as a ruse to leave them thinking they have time that they do not. Although he

did not directfy revive Huersefful, he has been careful to aid the Ikh only enough to keep

him a useful ally for developing and executing his greatest scheme. Huersefful, for hit

part, trusts no one and nothing, and would ururp Baooojrn's power at She first opportunity.

Ivirere ts an innocent victim* her mind, body, and soul twisted by Baucojin out of a need

to satisfy his haired far the elves wha have frustrated his ambitions For centuries.

In fact, I believe be lias already begun; I

can feel the portal to the timevoid pulsing

and rippling in my mind even now, It's

only a matter of time, seven days by my
calculation, until he completes his task

and unleashes a terrible doom upon the

Material Plane and all wlto live within.

What can we do to stop him? You must

travel through the portal be created and

destroy Baucojin before he /inches his

plan. At Ihe same time, If you find a way

to disarm the Quicksilver Hourglass

itself, you’ll be able to remove a terrible

threat from the multiverse.

What kind of enemies might we

Face inside the timevoid? "Baucojin,

of course. He has doubtless brought a

si tong force to prevent any interference

in his plot. It is even likely that the last

followers of Vourzoun and Erivatius

are ^1 ill I he re. holding the knowledge

of ihcir age. Also, be warned that the

activation of the Quicksilver Hourglass

has already wreaked havoc on ihe flow

of lime in the timevoid. Namely, the

timevoid is rapidly 'catching up
1

on the

last several thousand years of time it

ignored. You'll doubtless age quite rap-

idly while you are there, adding further

to Ihe need to see a quick solution to

the problem. H o pe fully h one ofmy allies

will be able to reverse this unnatural

aging once yon successfully return../
1

Why can't you and your allies take

care of this problem? "Baucojin timed

his attack well, Mosl of my allies arc

engaged elsewhere in an entirely differ-

ent con tlict that requires all our atten-

tion. As for myself! I'm afraid that the

same gifts that allow7 me to notice and

observe the fluctuations in the flow of

lime make me horrifically suscepiibk

to them. If I traveled to i timevoid, or

if I even came close to a portal to such

a realm, l suspect 1 would come to a

rather unpleasant and violent end/

How can we destroy the Quicksilver

Hourglass? Tm not sure you can. You

might just be able to research the weapon

and come away with knowledge ofwhere to

took next J certainly wouldn't recommend

using any epic dispelling spells while you are

there, as they could affect the Quicksilver

Hourglass in unexpected ways- Normal dis-

pel spells should have no effect on it"

MAJOR VILLAINS

The villains in this adventure consist of

two large factions and one small one. Key

figures from these factions are grouped

and listed below.

Followers tit Baucojin

Baucojin: "The Crimson Eclipse," a

human vampire sorcerer and the

leader of the -Union of Eclipses.

Huersefful: “The Shrouded Eclipse/
1

an ancient human lich sorcerer,

second rrt command of the Union

of Eclipses.

ivirere: “The Verdant Eclipse," an elven

queen infected with vampirism by

Baucojin, now a member of the

Union of Eclipses.

Aoomat; A phjne abomination spawned

by Envalius, now allied to Baucojin.

follower* of Erivufius

Hahslvatu: Male human monk an

d

master of the greatest monastery of

Erivatius (now contained within the

Quicksilver Hourglass itself),

lorian, GurvituSp and Zerghczun: Male

human monks who serve under Hah-

sivatu as loyal minions.

Beshejaer: Female Half-Fiend human
cleric of Erivatius and the high

priest of the greatest temple of

Erivatius (now contained within the

Quicksilver Hourglass}.

Voursuoh Female half-fiend black dragon

and spawn of Vourzoun, guardian of

the Quicksilver Hourglass,

ErivaUus: Evil demigod oFa long-forgot-

ten pantheon who has been imprisoned

within the Quicksilver Hourglass.

Monitors of Meehan us

Ma ruts' Assigned to watch over Eriva-

tius' prison and ensure that He is not

unlawfully released.
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W bal kind ofreward are

we talking here?'
1

Well... if

saving the Materia] Plane

isn't reward enough, l

assure you that my allies

have very deep pockets

and your,, good work...

wont go unrewarded

if you desire gold and

magic Tor satisfaction,*
1

Once the PCs finish

thear questions, Ojhalia

asks them to act with all

haste. Hex solar guardian

volunteers a wish spell to

transport the PCs to the

Underdark cavern wherein

the portal to the Quicksil-

ver Hourglass is hidden,

Lf asked, Ojhalia explains

that there is no time to

develop an epic spell to

counter the effects of the

Hourglass, and that such a

spell would likely bo beyond her capabil-

ity (and that ofthe PCs as well)

The Tin it-void Portal (EL 30)

The cold stone walls of this cavern glow

with a sickly green inh-silvcr* trimmer.

The ceiling reaches heights of eighty Teet,

with 2 few small stalactites hanging down

here and there. The floor is uneven, with

a pool of stagnant-looking water in the

eJi?t and a smaller pool in the north. The

primary source of lighl in this chamber

Is the ten-foot-diameter vertical disc of

swirling red and black energy that hov

ers ju si off the ground in rh t hu comer

of the cavern.

If the party arrives here by means of a

irish east by Ojhalias solar guardian, they

appear in the center of the large cavern.

To reduce the odds of unwanted intru-

sion, Baucojin and HucrscJlul chose an

extremely remote spot to forge the initial

link between the Quicksilver Hourglass

and the Material Plane. This cavern is

located deep beneath a vast desert, in a

section of the Underdark that has long

been abandoned by Intelligent life due to

the overwhelming presence ofpoisonous

rock known as sickstone. The passage to

the west eventually reaches the inhospita-

ble surface, while the passage to the south

winds through a series ofsmaller caverns

before coming to a dead end.

The walls, floor, and ceiling of this

entire cave are solid sickstone
r
a type of

glowing magical rock that sickens those

who are struck by its festering illumi-

nation, which reaches to a distance of

40 feet: as a result, all of this cavern is

bathed in the poison light. Any creature

in the cavern must make a DC 15 Forti-

tude save each round or Sake id 6 points

of Constitution damage. A successful

save reduces the Constitution damage

to t point. Anyone in physical contact

with the floor walls, or ceiling of this

chamber takes a -4 penalty on this sav-

ing throw, and any Constitution damage

becomes Constitution drain instead.The

damage caused by sickslonc results from

a magical disease, so creatures immune
to magical diseases (like HuerselTuI and

his crawling head allies) are immune to

these effects.
J

fhe port a! that glows in this cavern

was created by an epic spell Baucojin

researched to establish a link between

the timevoid and the Material Plane.

The portal is permanent, but can be

dispelled: U functions at caster level 29.

If dispelled, the PCs will need to use a

wish or miracle to reach the timevoid (and

even these means have a flat 50% chance

ofoutright failure) Dispelling the portal

traps Baucojin and his minions in the

timevoid for seven days. It does noth-

ing to prevent the use ofthe Quicksilver

Hourglass against the Material Plane.

HuerselTuI has placed several sjim-

bols of weakness in this cavern; see IVaps

below for details.

Creatures: HuerselTuI, the ancient

lich-tord known as "the Shrouded

Eclipse" guards the only entrance to

the sequestered Hourglass. While his

undead stale matches his appellation,

he actually prefers gaudy raiment, and

is covered, almost swimming, in llnery

and jewels. "Two crimson lights burn

below his golden circlet. Long ago, he

forged an alliance with seven crawling

heads, and these seven undead menaces

lurk at various points throughout this

cavern, ready to come to its defense,

A crawling head is a horrifying mon-

strosity spawned from a severed grinl s

head. Its mouth is huge and tilled with

shark teeth, and its neck ends in a

writhing carpet of entrails, arteries, and

veins that the creature uses to slither

about. Numerous severed heads hang
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in rotting pustules from the creature's

cheeks and brow.

* Hutrsefful, “The Shrouded

Eclipse
,

1

1

male human Ikh sorcerer zif

arclimage 5: CR 291 Medium undcad

(augmented humanoid); HD 27dii; hp

175; I n it +7; Spd 30 ft.; AC 47, touch 22
,

flat-footed 40; Base Atk +14; Grp +14;

Atk +17 melee (idS+3, +3 wounding ada-

mantine momingstar)or^i4 melee touch

(idS+3 plus paralysis,, touch); Full Atk

+17/+12 melee (id 8+3, +3 w&tftiding ada-

man Une morning*ta r) a nd 49 melee (idE+5

plus paralysis, touch}; SA archmage

high arcana, fear aura (DC 35), paralys-

ing touch (DC 35), spells; SQ contingency,

damage reduction 15/bludgeoning

and magic, immune to cold, immune
to electricity, immune to polymorph,,

immune to mind-aBecting effects,

summon familiar, turn resistance +4,

undead traits; Al, CE; £V Fort +14, Ref

+zo, Will +24; Str 10, De* 25, Con —

,

]nt 15, Wis 20 P Cha 34-

Sfcilis: Bluff +42, Concentration +30,

Diplomacy +14, Hide +15, Intimidate +14,

Knowledge (arcana) +32, Knowledge (the

planes) +18, Listen +15, Move Silently +15,

Search +10. Sense Motive +15, Spelleraft

+37, Spot +17.

Feat?- Alertness (as long as Psodett is

in arm's reach), Combat Casting, Craft

Wondrous Item, Epic Spell Focus (necro-

mancy), Epic Spell casting, Greater Spell

Focus (necromancy), Improved Combat

Casting, Improved Spell Capacity, Skill

Focils (spdlerafljL Spell Focus (evocation,

necromancy), Spell Penetration.

lung uagrs: Abyssal, Common.

Sonrerrr Spells Known (caster level 28;

6/9/9/9/9/7/8/6/7/r. JAW. ranged

touch *21): o—acid splash, doze (DC 22),

drfrcl magic, disrupt undead, flare {DC 23),

mmage, ray offrost, read magic* touch of

fatigue (DC 25); 1st—charm person (DC

23), expeditious rcirftii magic missile, my of

infttblcmcnt, shield; and—Mindness/drof-

ness (DC 27), ghoul touch (DC 27), Mclfrs

arid arrow, mirror imiJgeP touch of idiocy;

3rd

—

dhpd magic* lightning boh (DC 26),

projection Jrom energy, empiric touch;

4th— hrjtoui- curse (DC 29), dimension

door, ice storm, shout (DC 27k 5th—cone of

cold (DC 28), dominate person (DC 27), hoid

monster (DC 27), wall offorte, 6lh

—

con-

\

tingeney, greater dispd magic,, (rue seeing;

7lh—Jtnger of droth (DC 32), symbol of

iveafcnrss (DC 32), greater teleport; 8th—

horrid wilting (DC 33), moment

of prescience, polymorph any

ohjcel {DC 30): 9th—energy JlH
drain, imprisonment

(DC 31), wish; Tb
E p S c— f p i c fjflHp
mage armor* / mA
spell worm. f
Archmagc High A £ jLm

Arcana: Arcane fare, ^ jS
arcane reach (z), mas^

tcry of elements, ' A
spell pqwe r rf ^

Contingency Effect: Dimen- ^
don dW trigger? ifHucrselTuI ever

. JM
fails a grapple check- yfl|

Posscs s icm i\ +3 ii'O a r; ding a 1ia - J
ma n 1 i pjc m i?r n ing 1 : r. ci rr i< 1 of

Okriimti +fi, chak ofmiMncr

+4, globes of Dexterity periapt

of Wisdom -rtf, ring of protection

+5, greaier ring offree resit-

lance, greater rod of maxi*

mi2f meta magic, scroll /

of Mordcnkciinen's Jr*

disjunction, pouch MM
of spell compo- M^k
nents (hold- M
ing powdered

diamond and

opal worth

lJpOOO gp
for symbol

of weakness and oint-

ment worth 300 gp for l rue seeing), con-

tingency statuette worth 1,300 gp.

Huerscl

feeing, undcad Iraits, water vulnerabil-

ity; AL CE; SV Fort +9. Ref 47, Will +20;

Sir 30, Dex 7, Con— ,
InE 20. Wis 19, Cha

Note } lucrselful has 21,000 XP to draw

on for the casting of u?ish spells.

^ Psodetl , Owl Fa mil ia n hp S7; Mon

sttr Manual 277.

^ Crawling Heads (7): CR 20; Huge

unde ad; HD zSdia; hp 1S2 each; IniL

+3; Spd ao ft,, climb 20 ft.;: AC 12, touch

8, flat-footed 12; Base Atk +14; Grp +32;

Atk 423 melee (zdti +10/19-20, bite); Full

Atk +23 melee (id6+io/i 9-20, bite) and

+17 melee (id 8+5, 4 tentacks); Space/

Reach 15 ft./io ft.; SA cacophony, con-

si rict idS+s, improved grab, spell-like

abilities, vorpal bile; SQ absorb head,

DR 20/magic piercing, immune to elec-

tricity and sonic, spell resistance 31, true

25; Flmd Folk 35.

Shifts: Climb 449, Con cent rati on 438,

Knowledge (arcana) +36, Knowledge (reli-

gion) 436, Search +36, Spcllcraft +38, Spot

+35, Use Magic Device 438.

FcaEs: Cleave
^ Combat Expertise,

Great Cleave, Improved Critical (bite),

Improved Disarm, Improved Initiative,

Improved IVip, Power Attack, Spell Pen-

etration, Weapon Focus (bite).

Ca cophony (Su) As long a crawling head

has at least 10 stored heads, it emits a

horrific cacophony to 2 range of 60 feet

Alt creatures in range must make a DC
24 Will save each round or cower in fear.

This is a sonic, mind -affecting effect



Improved Gnjb (Exf To use this abil-

ity, the crawling head must hiE with a

tentacle attack. If it establishes a hold, it

constricts for idS-i-5 damage.

VorpaJ Bile fEsJt On a successful criti-

cal hit, a crawling head's bite severs the

opponent's head, causing instant death.

Absorb Head (Sujt As a free action r a

Crawling head can swallow the head of

a Urge or smaller creature it has sev-

ered with its vorpal bite. Qn l he follow-

ing round, I hat head becomes stored in

the crawling head’s body. Each of these

crawling heads are currently storing 25

heads (they can each store a maximum of

iS), Once per round, a crawling head can

absorb one of these heads as a free action

to quicken any of its spell-like abilities,

to heal itself as if it had been targeted

by a harm spell, or to grant itself a +6

enhancement bonus for one hour to one

ofits ability scores.

True String (Sujt A crawling head is

under the constant effect of true seeing.

Wciler Vulnerability(Ex): Water in flicts id6

points of damage per round to a crawl-

ing head. En the case oftotal immersion,

the crawling head takes iod6 points of

damage per round. An attack with water,

such as from a hurled vial, counts as one

round of exposure. The crawling heads

avoid coming within five feet ofthe pools

ofwater ifthey can help it.

SprJMifce Abides ($p). At will—animate

dead, control undtad (DC 24], cfralfi knell

(DC 19}, inflict serious wounds (DC 2i),Jcdr

[VC 2|) h
gentle repose, shtelJ, speafc with

dead (DC zo); j/day—create undfad, emir

greater undead,finger ofdeath (DC 24), u?nil

ofthe bansheefpC 2G). Caster level 20th.

Tactics: Huersefful begins each day

by casting moment of prescience and epic

mage armor on himself When enemies

appear, the lich orders three ofthe crawl-

ing heads to defend him while the other

Tour slither in to attack the PCs, His

first action is to target the most heav-

ily-armored PC with imprisonment (using

arcane reach to target anyone within 60

feet], followed by two maximized horrid

wilting over the next two rounds. He
uses a maximized energy drain on any

obvious wizard or sorcerer. He otherwise

favors coot ofcotd and ice storm modified

to inflict add damage, ofdeath, and

arcane fire as long-range atlacks. Against

opponents within bo feet, he uses arcane

reach to cast ties (oh? curse and touch ofidi-

ocy as ranged touch attacks. In a tight

spot, he uses his moment 0/ prescience

bonus on a save or as .1 bonus to his AC.

He always Saves at least two qth-level

spell-dobs so he can use wish to recover

From emergencies.

The crawling heads use absorbed

heads to cast quickened wails of (he ban-

shee each round, followed by quickened

fingers of drniJi and quickened fear.
r

IThcy

save a couple absorbed heads eo heal

themselves as needed.

Huersefful casts fjnrater teleport to flee to

his hidden lairifhe is reduced below 75 hit

points, while the crawling heads eagerly

fight to the end. Jf the characters pass

through the portal without first destroy-

ing all of the crawling beads, the remain-

ing heads pursue the party through the

portal (but Huersefful does not.)

TtapK Huersefful has cast multiple sym-

bols oflucukness on the

floor of this cavern, as

Indicated on the map.

All ofthe symbols are

attuned to Huersefful,

Baucqjift, Ivircre, and

the crawling beads,

y* Symbol of

WeoknesK CR S; spell;

spell t rigger; no reset;

spell effect (symbol of

weakness, ^Slit-level

sorcerer, DC 32 Fort

negates); multiple

targets (all crea-

tures within 60 feet);

Search DC 32; Disable

Device DC jz.

Development: If

the characters find

a way to interrogate

Huersefful and com-

pel him to be truth-

fill, he can tell them

everything contained

in -The Union of

Eclipses" sidebar,

but has little to con-

vey of the Quicksil-

ver Hourglass and

Erivatius beyond

what Ojhafia has already shared with

them. He knows that the Hourglass

causes accelerated aging, that it lies

beyond the gate, and that in seven

days there'll be a lot less life on the

Materiat Plane.

CHAPTER TWO:
INTO THE HOURGLASS
Once a character steps through the por-

tal, he experiences a searing blast of pain

as his body immediately begins aging at

a horribly accelerated rate. This blast

of pain forces a DC 20 Fortitude save,

with failure indicating the character is

stunned for 3d 6 rounds.

Beyond the portal lies the timevoid.

This realm is hazy and devoid of fea-

tures but for a pair of insubstantial

purplish tetrahedrons aligned along

their central axis, roughly 200 feet

along an edge. These tetrahedrons

spin so rapidly in opposite directions

that they almost appear conical The
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tetrahedrons touch at a single point,

and a brilliant white light shines here,

a lire lit by the strange friction

The timevoid is a finite dimension* in

the shape of a sphere i.ooo feet across*

and is self-contained, Someone who

passes through the lime void's bound -

ary immediately re-enters through the

opposite side* moving toward the center

oft he deniiplane. l*he timevoid itselfhas

the following traits.

No gravity,

Accelerated Time. Although the

timevoid was normally timeless,

the recent activation of the Quick*

silver Hourglass has altered this

trait. It takes the Hourglass only

seven days to siphon enough energy

from Erivatius to fire upon the

Material Plane, As the days of this

week pass, the acceleration of time

builds* increasing by a multiple of

1 each day. On t he first day of this

adventure, aging occurs at Ihe rate

of j years per day. On succeeding

days, the accelerated time increases

at the following rate.

Years passing

Day per day per hour

i 3 45 days

z 9 i|7 days

* 17 1 year

A Si 3 years

S 243 10 years

6 7*9 30 years

7 21S7 90 years

The lime acceleration is fueled by

Erivatius
1

divine essence: each day ihat

the acceleration continues, Erivatius

loses one divine rank-The longer the PCs

wait to assault the deity* the less powerful

he grows but the more the PCs age.

If a character ages enough to advance

into a new age category, he suffers the

physical efiects of aging {penalties to

Strength* Dexterity, and Constitution]

bui not the benefits to mental ability

scores. Constructs, elemental^, outsiders,

undead*and deities arc immune to these

effects* as is any being wearing the Bind-

ings o/Friirrtlius. The timeless body ability

provides immunity to this aging effect.

As long as someone is magically aging,

they a re also automatically fatigued. The

Endurance feat prevents this fatigue* but

rest does not remove ib At the end of

day seven, Daucojin
r

s epic spell shunts

the Hourglass to ibt Material Plane, and

every living thing on that plane experi-

ences lOO years ofaging per round.

* Mildly neutral-aligned,

* Limited magic. The timevoid remains

isolated from the rest of the multiverse.

Its separation from the Astral* Ethereal,

and Shadow Planes causes the follow-

ing spells to fail when cast anywhere

within (he demiphne: astro! projection,

frlink, dimension door, dimensional anchor,

etherealjaunt* etherealness, greater sfracfoiu

conjuration, greairr shadow euocolfo/i,

greater tfJcporJ, Lcam umJ'i secret chest,

project injfljc* shades* shadow ronju ration,

sbadcuu evocation, wall, teleport*

and teleportation clrde. Wish si ill works

to transport characters to any point

PENTATOPE MAP
Monastery Temple

tnrw<iiiL:i.

Nexus

PflistMl
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within the timevoid nr the Hourglass,

but it Cannot transport characters out

of the timevoid. Spells of the sum-

moning and calling sub schools. also

fail, unless they summon or call some'

thing from within the timevoid itself

likewise, any spells that involve travel

into or out of the timevoid automati-

cally Tail (including plane *hi/?
F ditmitenl,

banishment, and the like),

Features of the

Quicksilver Hourglass

The spinning tetrahedrons that loom

in the center of the timevoid 3 re ihe

physical manifestation of the Quick-

silver Hourglass, They art completely

insubstantial from the outside, Touch-

ing the point at which the tetrahedrons

i:literstc t is iheonlym cans ofc nt ry in to

the Quicksilver Hourglass, Fortunately

for the PCs, this entrance cannot be

closed or blocked*The Hourglass itself

is a "pentatope," a fo or- dimensional

expansion of a tetrahedron similar to

how a tesseract is a four-dimensional

expansion of a cube. The Hourglass

consists of five tetrahedral chambers

sharing common sides, with each side

180 feet long. Inside the hourglass,

gravity works normally, save for in the

Nexus Tetrahedron.

The interior walls ofthese live tetrahe-

drons are perfectly smooth and flat, and

give off a glow equal to shadowy illumi-

nation except where noted, No mortal

magic can affect or penetrate the walls.

Normal materials within the Hourglass,

such as the walls of the monastery and

temple, have no special properties unless

otherwise noted.

The only means or passage between

the five tetrahedrons of the Hourglass is

a series of portals. These portals typically

appear as crackling sheets of yellow and

gray energy in the shape ofequilateral tri-

angles 10 feet on a side. Any compel with a

portal by a sentient creature causes instant,

harmless transportation to the other side.

The portals are completely unaffected by

mortal magic. No spell effect can be east

thiough a portal from one chamber into

another although existing magical effects

On a creature are not affected by passage

through a portal

The inhabitants investigate strange

occurrences, and take counter-measures

ifsubjected to hit-and-run tactics, Vour-

suo! (the Nexus Tetrahedron), the marurs

(the Prison Tetrahedron], the glooms,

and the phane (area Hz) never leave

their locations, but all other creatures

can be expected to launch coordinated

counter-attacks against the characters,

given the opportunity.

The Monastery Tetrahedron
iTris tetrahedron houses what was

once the foremost monastery ofEriva-

tius, plucked from the Material Plane

to accompany him in his imprison-

ment. The two milhral statues were

golems who once stood guard in the

cavities to either side ofthe monastery

doors, but were defeated by Baucojin's

raiding parly. The monastery's lead-

ers fled during that battle, and now
wait with the temple leaders in the

Te inpl e Tet rahed ro n

.

The monastery itselfis composed of

magically reinforced superior masonry

walls and flagstone floors with no spe-

cial properties. Double doors within

the monastery1 are 15 feet high, single

doors are 7 feet high, and the ceil-

ings are zo feet high, except where

rooms arc open to the tetrahedron

walls above.

M 1. Entry Point

This chamber Is a vast tetrahedral space,

one hundred and fifty Teei high* wilh

smooth* yellowish walls that give off a

sickly glow, A stark stone building fills

mo* I of the chamber's volume, crum-

bling where it touches the tetrahedron,

unadorned beyond two Sargc, human-

shaped depressions in its walk. Two man-

gled mitts ra I statue:*, lie tear the building"-;

ope n , su n d ; ref! dou rs.

Characters entering the Quicksif

ver Hourglass materialize at the point

marked Mi on the Monastery Tetra-

hedron map. This is the only point of

exit from the Quicksilver Hourglass

as well—any sentient being occupying

this area for more than one round is

transported out.

M2* Hail of Prowess (El 28 1

Corpses litter his large triangular chamber.

Most are humanj but two are larger and

unidentifiable. Three slane pcdeslA, <m-:H

five feet Fn diameter and five in heigSn,

stand in the room as well Carvings on ihc

walls depict various Images of an anc ent

human with a stooped body Jnd thick sheets

oij ag-;?d metallic tears hanging from his

empty eye sockets. Ibis figure 15 pictured

harvesting the old and infirm and presiding

over funerals and open graves. The figure

wears long thin scrolls covered with Strang

runes wrapped around each arm. The far

wall shimmers and glows, a transparent

curtain set with 3 single door. Beyond these

shirmtieiing walls looms only darkness.

Tliis area was a training hall for the

monks of Erivstius* The champions of

these exercises took their places atop

the pedestals according to 3 strict code,

while the challengers would compete

with each other unto exhaustion. The

wall between this room and area M5 is a

permanent wall ofJam (caster level 30).

A DC 3d Knowledge (religion) cheek

reveals that the place was dedicated to a

lawful evil god ofaging and death. Ifthis

check is exceeded by io r the character

also notes that the bindings on the deity's

arms seem to have special importance—

perhaps they were I he god's symbol, or

artifacts associated with his power.

Creatures' &ome of Eriva Lius’ favored

servants were a race of cruel menaces

known now as glooms. Three ofthese

ancient assassins remain hidden in this

chamber. While their bodies are unex*

ceptiona], covered in dull black* rubbery

skin, their heads arc devoid of eyes and

feature exaggerated mouths, drawn back

in fiendish grins. They wear line black

cloaks. The three in this spate are survi-

vors of the group that battled Baucojin.

They are now under orders to prevent

further intrusions into the Hourglass.

^ Glooms (1); hp 137 each; Epic lend

Handbook 193.

Note: With the activation of the Hour-

glass, the glooms have suffered the effects

of aging. Glooms live for thousands of

years, and have nothing to Fear about

death from aging until day 7, at which
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point they gladly die for their god. They

do suffer from fatigue, and as a result

fake a -2 penalty to Strength and Dexter

ityF and cannot run or charge.

Tactics' The glooms hide among
the pedestals in the room, waiting

for an opportunity to attack. During

combat, they use Spring Attack to pick

offhuman opponents where possible,

and their fear gaze as a ranged attack if

they cannot melee an opponent. They

retreat out of area M2 if one Is killed

or immobilized, or if all arc reduced

to less than 50% of their original hit

points. They then attempt hit-and-

run attacks against the party. The
glooms are hound to (he monastery,

and cannot pursue the PCs beyond

this tetrahedron.

Development; The barbed devils in

area M5 observe combat here, hidden

by the darkness in that area. They do

not come to the aid of the glooms, as

they would rather let them soften up the

PCs and thus give the devils a chance to

gauge their defenses. Once combat is

over, the devils wail a few more rounds

for short- duration spell effects to end,

but if they see the PCs start to heal their

wounds or otherwise recover they attack

as detailed in area M*.

M3* Barracks

Bunks, tables, and benches once furnished

this ioom
h
although they are now in com-

plete disarray. The stone walls are covered

with intricate symbols.

This area served as barracks For the

lesser monks of the monastery. Disci-

pline among the ranks was rigid—only

simple attire and unexceptional monk
weapons can be found here, as personal

items were not allowed. The symbols

arc a regimented scries of meditative

exercises—perhaps interesting to a

fellow monk, but containing no real

tti formation.

M4* Detention Chamber

This chamber was cle-jrfy used to hold

prisoners; thick ifon bars Form j series or

Cells, and heavy manacles bolted lo the

./alls jir j variety of i eights indicate that

Creatures of alt types could be held hcr«.

On? corner of the chamber Is open- to ihe

\t \f jbedron's shell.

Creatures of all types were incarcer-

ated here over the ages to await their

punishment. All cells arc locked {Open

Lock PC 30) and the cell bars are the

equivalent ofan iron portcullis, although

there is nothing of value within them.

M3* Hall of Guidance (EL 29)
This chamber is filled with a permanent

deeper darkest effect (caster level 30).

This <ong bah commands a view of ihe

nearby chimb- through a wall of trans-

pi-ie: i enerp t
.

i w la rg $ too - c ha 1 rs sta nd

here, ;md th; fir wal is covered in runes.

The overseers of the monastery

orchestrated and observed combat exer-

cises m the Hall of Prowess from their

perches in this haJLThe chairs are finely

made but have no special properties.

The runes on the walls are me dilative

markings similar to those that adorn

the walls of area M3.

Creatures; 'torn powerful barbed devil

blackguards sent from the lem pie Tetra-

hedron now guard the monastery. Each

devil sits in one ofthe chairs, using their

ability to see in darkness to observe com-

bat in area Mz.

^ A dvaneed ba rbed devil blatkgua rd

B {2Y CR 27: Large outsider (baatezu. evil,

extra planar, lawful); HD 2tidS+z34 plus

8d 10+72; hp 467 each; Init +19; Spd 30

ft.; AC 43, touch 21. flat-footed 36; Base

Atk +30; Grp +46; Atk +43 melee (4dS+iz

plus fear, claw); Full Atk +43 melee

(4dS+iz plus fear, 2 claws);. Space/Reach

10 ft./io ft.: SA fear (DC 30), improved

grab, impale adS+iS, poison use, smite

good 2/day (+7 attack, +£ da mage] h sneak

attack +idb, spelldike abilities, spells,

summon Faafrcu; SQ aura ofdespair, aura

ofevil, barbed defense (zdti+n damage),

command undead, damage reduction

to/good, dark blessing, darkvuion 60

ft., delect good, fast healing 3, fiend ish

servant, immune to fire, immune to

poison, resistance to acid 10 and cold

io 4 see in darkness, spell resistance 23,

telepathy 10c ft.; AL LE; SV Fort +37, Ref

+31, Will +26: Str 35. Dex 23, Con 29, Int

lo, Wis 14, Cha 25.

Skillr. Concentration +jS, Diplomacy

+3, Hide +39, Intimidate +44, Knowledge

(religion) +29, Listen *33, Move Silently

+36, Sense Motive +31. Spot +33.

Fcdto; Alertness, Armor Skin, Blinding

Speed, Cleave^ Dire Charge
t
Fast Heal-

ing, Great Dexterity, Improved Initia-

tive, Improved Natural Weapon (claw),

Improved Sunder,, Power Attack, Supe-

rior Initiative.

Celestial, Draconic, Infernal.

Blod^wiflJ Spells Prepared (caster level

B)c 1st—cure hjg^il LuourcJs (3); znd—Mis
jtrrr^gjJi, rife's sp/entior; 3rd—rare srrious

scflUrtds; 41h—freedom of movement.

Spcli-LiJte Abilities (caster level 12th); At

will— tdtpon (self plus 50 pounds

ofobjects o n I y), hofd person (DC 19), major

imugf [DC 2o), scorching ray (ranged touch

+3.6 ,

2

rays only), i/day—order's wrath (DC

21), unholy bfiglir (DC 21),

Possessions: +3 moderair Jbrlrji ration

miftirii hirasrplaic, amulet ofmightyfits +2,

rin^ ofproteetion +4,

Tadics: While the devils observe

the battle in area Mi, they castfreedom

of movement, buffs Strength, and file's

splendor on themselves. Once the PCs

finish off the glooms and start to use

healing magic or otherwise recover

the com bat, the devils teleport into the

room to flank the most wounde-d* look-

ing character. They then activate Blind-

ing Speed and use sneak attacks to try

to kill their victim.

The devils reluctantly fight to the

death, knowing that the gloom in area

Mb won't allow them to retreat.

M6

•

Masters Quarters (EL 30)

The stone walls within this once- fine cham-

ber are bashed in, its furniture smashed to

pieces, and the grisly remain': of creatures

are spread throughout. The tetrahedron

shell also forces its way into the space,

narrowing down to a single point at the

chambers farend- Mear this far end. a tri-

angular p,atch on one of the tetrahedron's

walls shimmers with j notably different

appearance composed of crackling sheets

of yellow and gray energy.
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This area contained several fine, if

3 see tic
h
living quarters for the monas-

tery's leaders* but Bau cojins minions

tore it apart in their assault. Treat the

room as difficult terrain due to the

nibble.
r

l"he triangular patch is a portal

that leads to I he NcxusTelrahedron-

C tea lures : The glooms that dwelt

in this monastery were led by one of

their own, a horrifically skilled killer

named Shoolian. When Baucojin

invaded the Quicksilver Hourglass,

he and his minions managed to kill

Shoolian, hui the clerics oT Erivatius

restored him using (rue re* tin-eel fort

and returned him to his post here,

where he continues 10 guard against

the further intrusion into the Hour-

glass. Shoolian is an invisible blade*

a deft killer who specialises in fight-

ing with daggers. The invisible blade

prestige class originally appeared in

Complete Wfl n-io r.

^ Shoolian, male gloom invisible

blade 5; Cfi 30; Medium monstrous

humanoid; HO 2gdS+250 plus jdG+^o;

hp 450: Init +23: Spd 30 ft.: AC 54,

touch 49, ft at- footed 26; Base Atk +28;

Grp +42; Atk +62 melee {^4+24/17-20*

+10 kern fiumdn drrrtd dagger): Full Atk

+G2/+57/+52/+47 melee (^4+24/15-20, +10

keen human dread dtfqgfr); SA bleeding

wound, fear gaze (DC 32), sneak attack

+3 3d6 (+i6d& with daggers), spell-like

abilities: SQ blindsightbo It, feint mas-

tery, opportunist, quiescence, uncanny

feint, unfettered defense: At l.E; 5V
Fort + 19, Ref +49. Will +34: Str 38* Dex

56* Con 31, Int 24. Wis 26, Cha 30: Epic

Level Handbook 192*

Sktflr Balance +23* Bluff +43, Diplo-

macy +12, Hide +^6 h
intimidate +40, Jump

+49, Listen +41, Move Silently +56, Sense

Motive +42, Spot +41 r Tumble +56.

Eeate: Combat Expertise, Combat

Reflexes, Dodge* Endurance. Far Shot

Mobility, Foini Blank Shot. Sneak Attack

of Opportunity, Spring Attack, Weapon

Finesse, Weapon Focus (dagger).

languages'- Common. Draconic.

Giant. Ignan, Infernal, Sylvan, Terran,

Undercommon,

Wound (Ex), By sacrificing

ldfi points of damage from a success-

ful sneak attack, Shoolian can create a

bleeding wound that continues to dam-

age the victim for 1 point ofdamage per

round- Multiple wounds result in cumu-

lative bleeding loss, The bleeding can he

stopped with a DC 15 Heal check or the

application of magical healing. Crea-

tures immune to sneak attack damage

are immune to this ability.

Unfettered Defuse (Ex): Shoolian adds a

+5 bonus to his Armor Class as long as he

wields a dagger and does not wear armor.

Unrun^y Frfoj (Ex) Shoolian may feint

jn combat as a free action when armed

with a dagger.

Fcim Mdsfory (Ex) Shoolian can

always take 10 on all Bluffchecks made

to feint in combat.

SprB-Uke Abilities {caster level 20th): At

will—shades*1 mlk. 3/dAy—true strike.

Possessions: +j c kren human dread dag-

ger (+5 keen dagger in the hands of any

non-gloom), gloves of Dexterity +G, hrpe-

ers of armor +4, ring of evasion^ rirwj of

freedom ofmovement

Tactics: If Shoolian hears the char-

acters' approach, he hides and prepares

to lunge out to attack as soon as any-

one approaches the portal. In combat,

he fights with Combat Rc Ilexes and

prefers to surround himself with ene-

mies so he can maximize his attacks of

opportunity. He uses Feint in combat

as a free action to make all his attacks

sneak attacks, if possible. He fights to

the death, but like the other glooms he

is bound to the monastery and cannot

pursue enemies to other tetrahedrons

or outside of the Hourglass.

The Nexus Tetrahedron (EL 31)

The walls of this tetrahedron-shaped

chamber are composed of slowly undu-

lating bands of vermilbou and black; shot

through with spasms of fiery orange.

Three crackling pyramids of energy

flicker at different points in the cham-

ber* and a wretched-looking sphere of

crushed bodies, twenty feet In diameter,

careens madly through the room, smash-

ing off the Weills with Iremrndous -orce,

Gravity is unstable in this chamber.

Down is always toward the center of

one of the tetrahedrons sides. Further

complicating matters, this gravitational

focus seems to change randomly once

every round, switching from (ace to face.

When this change occurs, a ball ofcrushed

corpses and body parts from devils, truly

horrid umber hulks, and miscellaneous

humanoid corpses tumbles offtoward the

new focus of gravity.

When the PCs enter this room, Toll

id4,The result indicates which tetrahe-

dron face is "down" on that round- Crea-

tures entering the tetrahedron without

the ability to fly find themselves falling

or sliding toward the center point of one

ofthese walls. The map of the Nexus Tet-

rahedron indicates the distances in each

square to the 'ceiling.'" in order 10 aid

falling damage calculations.

Creatures who can tly and have at

least a good maneuverability rating

can navigate this room by spending

a move action each round to reorient

themselves. Creatures who have worse

maneuverability must spend a stan-

dard action to reorient themselves. A

creature that does not reorient during a

round loses control of his flight and is

considered to be falling. Creatures that

can hover may do so as 2 free action,

avoiding the need to spend a move or

standard action lo reorient themselves

if they do not actually move,

In addition, the sphere of corpses

continues to slam through the room
on an eternally destructive warpath.

Each round, one randomly deter-

mined primary target (selected from

the PCs and any other creatures with

the exception of Voursuol) and all

secondary targets (any non-Voursuol

creatures or objects within a lo-foot

radius of the primary target) may be

struck by its path. The sphere makes

.in initial +40 melee attack against the

primary target. If it misses, the sphere

misses all the targets, IT it hits the

primary target* in inflicts 2odtf points

of damage, and makes a +30 melee

attack against all secondary targets.

Each secondary target it hits also takes

2od6 points ofdamage. A Medium or

smaller creature struck by the sphere

must make 2 DC 30 Fortitude save

or become stuck Lo the sphere. Each

succeeding round, that creature must
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make a DC 25 Reflex save to avoid

taking an additional 2od6 points of

damage as the sphere slams info the

tetrahedron's walls, A stuck creature

can escape with a successful DC 30

Strength or Escape Artist check, made
as a standard action.

Although made of multiple corpses

and body parts, treat the sphere as a

single object ifthe PCs try to destroy it.

The sphere is technically a magic item,

although it has no real function other

than to ^collect
1

' lose debris that build up

in this chamber and to crush the life out

of intruders,

<j? Sphere of Ruined Bodies: AC 6; hp

JGO; SQ immune to bludgeoning dam-

age, spell resistance 36: SV Fort +12, Ref

+12, Will +12; CL 50.

Creature: True to her paranoid nature,

Vouaoun did not trust the de tense of

her plan for vengeance to the servants

of Exfvatius alone. She also commanded
her offspring Voursuof a ha If- liend black

dragon, to limit movement within the

Quicksilver Hourglass' central nexus.

Although Baucqjin and his minions

fought their way past this chamber, they

did so at great cost, and he is unwilling

to face Vdursuol a second time.

Vounsuo! is a truly ancient being with

divine blood in her veins. Her ancestry

shows in her elaborately curved horns,

bat-like wings, smoldering scarlet eyes,

and bulk. She is significantly larger than

the oldest of great wyrms.

Voursuol begins each day by cast-

ing epic mage armor on herself (included

in her statistics). She has served as this

chamber's guardian since the Hourglass

was created, and in those countless ages

has realized. Shat the shifting gravity in

this room ss not random, but is in fact

a horribly complicated pattern. She has

memorized this pattern, and the centu-

ries of practice have given her the ability

to fly about the room unhindered by the

shifting gravity, fly extension, she also

knows the sphere of ruined bodies' pat-

tern, and is never in danger of being hit

by its relentless motion.

^ VoqtsuoL female advanced half-

fiend great wyrm black dragon: Cft 31;

Colossal outsider (native, water): HD

4}diz+559: hp 83S; Tnit +7- Spd bo ft. a

fly ago ft. (clumsy), swim 60 ft.; AC 61,

touch 9, flat-footed g3 : Base Atk +43;

Grp +79: Atk +64 mdee ((sd^+zg, bite):

Full Atk +64 melee (AdS+zg, bite) and

+62 melee (.}d6 +15, 2 claws) and +Gz

melee (zdS+15, 2 wings) and +<Sa melee

(4d6+i5, tail slap}: Space/Reach 30 ft./zo

ft, (30 ft. with bite); SA breath weapon

(DC 46, zSd4 acid, 140 -ft. line), crush

4dS+j4, frightful presence (DC 40,420-

ft, radius), smite good i/day (+zo dam-

age). spell-like abilities, spells, tail sweep

idS+34: SQ blind sense 60 ft., damage

reduction 15/epic, darkvision izo ft.,

immune to acid, paralysis, poison, and

sleep, keen senses, outsider traits, resis-

tance to cold 10, electricity io h and fire

spell resistance 35, water breathing;

AL NE; SV Fort +36, Ref +zS r Will +29;

Str go, Pex i6 r Con 36, tnt 26,Wis 25, Gha

aS; Epic level Handbook 179.

Skills: Concentration; +59, Diplomacy *57*

Escape Artist +49, Hide +3^ Intimidate +57,

Knowledge (arcana) -H54, Knowledge (his-

tory) +54, Knowledge (religion) +54. Knowl-

edge (the planes) +54, Lkten *52, Move
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NEW EPIC SPELL

Vtmrwioijs

Mdltipiicity otVi$me
Transmuiatioin

Spfilltrsfl EX:: 79

Components: V
r
5

Casting Time: i fete id <on

Rh 300 ft

Target One creature

Duration: 10 rounds

Saving Throw: None

Spell Resistance: No
To Dw^tu.ooo gp:u days; 1B.440

XP. S«o. Iron^brm (grow additional

heads DCxu additional breath weapon

+10 DC t other bonuses and defenses

+10OQ Fadon 1 :Lindafd action cast-

ing time (+20DQ q ufcfcened spel I (+28

DQ, reduced durat^n from permanent

to 20 round:; [-10 DQ.

This cplcspdlgrants pinaster two

additional head*, for the duration of

the spell. ;h uvided the caver's size is

Large or greater (ea^tecs ofsmaller size

are Irmrted to oiie jdd'rtlonal head).

Each additional head is able to make

use of any breath weapons possessed

by the caster. All breath wurapons acti-

vate on the same round but can aim

in different directions. The caster also

gains the following benefits:

* An attack with each additional head

for any bite* gore, or tongue attack

normally possev.*d

- +2 bonus to natural armor

- Da revision to 90 feet

- Decapitation attacks must affect all

heads to be effective

* +4 bonus on Fortitude sayas

* +4 bonus on Concentrate, Listen,

Search and Spot checks

Silently *50, Search +54. Sense Motive -+52,

SpeIIcraJl +£9, Spot +52, Swim 47*

Feats: Ability Focus (breath weapon).

Combat Fteitejtcs, Epic Skill Focus (spdb

mft) Epte Kpellcasting, Eschew Materials,

Flyby Attack, Hover, Improved Initiative,

Improved Natural Attack (bitejt Lightning

Reflexes, MiiliLiltack, Power Altack, Skill

Focus (spellcraft), Snatch, Wingovcr.

Languages: Abyssal, Aquan, Auran,

Draconic, Elven, Giant, Infernal, Terran,

Undercommon.

Sorcerer SpeUs Known (caster level 19 th ;

6/g/8/8/S/8/7/7/7/g. epic 4/d.iy}: o—arrant

>nnrk, (tetrrf rnaqic, deretr poison, light.

hand, message. openfehse, prejn'di^Jluiton,

read magic; 1st—alarm, identify, obscuring

rrtfsfp protection from good, unseen smwnF,

2nd—bear's endurance, buds Strength,

Male's splendor, mirror image, see invisibil-

ity: $id—displacement, haste
,
praterficrtjfiwn

energy, tertguns; 4th—charm monster (DC

23), dimension door,.greater invisibility, poly-

morph 5th—^abriatte./rebleromd (DC 24},

symbol ofpain (DC 24), idekineiis (DC 24k

Gth^fjrenter dispel rnafpc, greater heroism,

true seeing 7th

—

greater snylng, .greater trie

-

port, prismatic spray (DC 25); -Stb

—

Bigby's

clenched fist discern locution, mind bfartk:

9th- -Mordenfcainrn’s disjunction (DC 28),

wish; Epic-

—

epic mage armor, greater ruin

(DC 29), Vouncan's multiplicity of visage.

Note: Voursuol has 25,000 XP to call

upon for wish and greater ruin spells.

Dragon SpdhUkt Abilities (caster level

19): 3/day—eftarm replies (DC 2o\ darkness

(90 ft. radius}, fnseef plague; i/day—Corrupt

water, plant growth

HalfFiend Spelt-Like Abilities [caster level

4j)c 1 (day^darkness, poison {DC 23], unJxoly

aura (PC 27); t /day—blasphemy (DC 2b),

ronlagioa (DC zz)l desecrate, destruction (DC

16), horrid wiMing [DC 27k summon monster

fX(fiends only, does not function in time-

void), uahcdkmr, unholy blfghJ (DC 23).

Possession?. Amulet of mighty Jish +5.

greater ri Ft ry offre rejsisrancf, ring tffreedom

of movement.

Tactics: Voursuol s first act in combat

is to cast Vourzourfs multiplicity qf visage

to gain two additional heads. She then

uses her breath weapons on the parly.

She targets speIk asters with her Snatch

ability, carry ing them away from their

prolectors (0 drop them in Ihe path of

the sphere of ruined bodies. In melee,

she uses Power Attack in steps of 10

points until she starts to miss targets.

Yoursuol generally uses her spells to

bo! ste r h cr abi lit ics, casting grea te r hero-

ism and greater Invisibility if given the

opportunity, but she can also unleash

potent firepower with them if for some

reason she is unable to use her natural

attacks or breath weapon. She ignores

non- spell casters who cannot fly until

they arc the only opponents remain-

ing, at which poinl they are treated to

repeated blasts of acid breath, or bite

attacks from the edge of her reach if

they prove immune lo the acid. She

uses luisfo to heal herself sf brought

below* 300 hit points.

Although VoursuoLs flight ability and

feats allow’ her to effectively roam the tet-

rahedron, she is so large that she cannot

enter the comers: she may only fly into

spaces with a height of at least 30 feet,

and use her reach from there.

Development IF the characters inter-

rogate her, Yoursuol knows much about

Vourzoun and her dogma, but little about

Erivalius beyond his imprisonmentin the

Hourglass, and the existence of two dif-

ferent rituals to release him. While she

doesn't know the details ofthe rituals, she

knows that the second ritual was created

to appease the rulers of Mechanus.

Yoursuol cast wish on herself several

days ago to avoid the effects of the time

acceleration, since it does not increase

her draconic age categories.

IfVoursuol is kilted, other creatures in

the Hourglass (such as surviving devils

from the monastery or the uvuudaum in

area Hi) are free to explore other parts of

the Hourglass as well.

The Hall of Inertia

Characters enter this tetrahedron at the

apex. Without the ability to fly or other-

wise slow their fall, they fall to the floor 60

feet below and take 6d6 falling damage.

HL Ritual Chamber (EL 30)

This shadowy chamber has the now-famil*

iar tetrahedral shape, but is only one-third

the size of previous chambers and is mostly

empty. Crackling portals are centered in

two walls and four stone pedestals are vis-

ible through the gloom.

Although the interior walls of ibis

chamber appear identical to the Hour-

glass wr
alSs, they are only equal to a wall of

force, and may be destroyed or bypassed

with disintegrate spells or similar effects.

The portals located in the interior walls

are identical to portals found elsewhere

in the Hourglass, except that they only

transport creatures to area Ha. Activity

in area Hi is not detectable from area

Hz. and vice versa, unless the interior

walls are breached.
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Even within the Quicksilver Hourglass,

contact with Erivalius followed a strictly

controlled procedure. This chamber

hosted meditation and ritualistic com-

petitions in preparation for audiences

with the deity in area Ha. The pedestals

resemble those in area Mi, and served

a similar purpose in combat between

monks and other worshipers,

C real u res: The ritual chamber is

guarded by Rautojm’s vampirlc consort

Ivirere and her uvuudaum ally, Ivirere

wears the attire of an eken queen on a

hunt, and carries herselfas royalty. She is

still beautiful to behold, athletic yet deli-

cate, but a horrible depravity radiates from

herThe presence ofthe phane in area Hi
disturbs her. despite her undead state, so

she has taken up a defensive position here

rather than stand with Baucojin in area

Ha. The uvuudaum is madness mani-

fested. a thought from the Far Realms

made real Its lower body consists of six

spider-like arms splayed out beneath it,

while a thick tail with a spike at its termi-

nus has been substituted for a head.

^ lvirere
p

41The Verdanl Eclipse”

female elfvampire fighter i a/duelist 151 CR

291 Medium undead (augmented human-

oid); HD hp 175; In it +31; Spd 30 ft.;

AC 54. touch 36, flat-footed 34; Base Atk +24;

Grp *29: Atk +44 melee (id&f14 plus 1 Con-

stitulion/15-20, +5 adamantine wounding

speed rapier); Full Atk +44/+44/+19/+34/-H9

melee (id6+i4 plus 1 Constilutio 11/15-20,

^adamantine wounding speed rapier) or +29

melee (id6+5. slam); SA blood drain, cre-

ate spawn, dom inale(DC 15)1 e ne rgy d ra i n,

precise strike +jdti; SQ acrobatic charge,

alternate form, canny defense, damage

reduction 10/s ilver and magic, elaborale

parry’, enhanced mobility, fast healing 5.

gaseous form, grace, improved reaction

resistance to cold 10, resistance lo

electricity io, spider climb, turn resistance

+4, undead traits; AL CE, SV Fort +11, Ref

*32, Will +15: Str 21, Drx jfr, Con —,
Int 24,

Wis 15, Cha 14.

Skills, Balance +45, Bin ft' +10. Climb

f2o
p
Intimidate +17, Hide +21, Jump +37,

Listen *34* Move Silently +zi. Perform

(dance) +26, Search +15. Sense Motive #10,

Spot +34/lhmble +56.

Frals: Alertness6
, Dire Charge, Com-

bat Expertise, Combat Re Ilexes 15

,
Deflect

Arrows", Dodge", Epic Toughness,

Great Fortitude, Greater Weapon Focus

(rapier)". Greater Weapon Specializa-

tion (rapier)
11

,
Improved Critical (rapier),

Improved Disarm, Improved Initiative
8

,

Improved Trip, Lightning Reflexes 6
,

Mobility
11

,
Quick Draw, Superior Initia-

tive, Weapon Finesse6
,
Weapon Focus

(rapie r)
M

,
Weapon Special izatio n (rapier)^

Whirlwind Attack.

Languages Common, Draconic, Elven,

Hal flings Gnome, Sylvan.

Possessions: +5 adamantine wounding

sfffd rapier, bracers of armor +% amulet

of narurai armor +5, dustv rase ifljjn sronr,

gloves of Dertrriiy +u
P
headband of intrfletf

+d. ring 0/ protection +5, u-inged boots,

^ Uvuudaum: hp 817; Fpj'r leuri

Handbook 224.

Tactics; Ivirere activates her winged

beds and then seeks heavily armored

melee opponents to engage, harry-

ing them using Spring Attack and

leaving the Livuudaum lo occupy

spclkasters. In a tough situation, the

uvuudaum uses time .stop to gain the

opportunity to activate as many of its

combat-improvement abilities (rfir-

pta cement, haste, sionrskm, [rue strike)

as possible. If the uvuudaum is killed

or Ivirere is reduced to fewer than 70

hit points, she flees to area Hi to alert

Baucojin, The uvuudaum tights to the

death without hesitation, using its

wall offorce ability to avoid being sur-

rounded. It has a contingent rrninrecfion

in effect, and if killed by the charac-

ters, it resurrects one minute later to

continue the light.

Note that the uvuudaum s nailed lo the

sky does not function in the Quicksil-

ver Hourglass demiplane, as there is no

connection to other planes to allow for

instantaneous transportation.

Development: If the characters have

departed area Hi when the uvuudaunVs

rurtJj/i^jia resurrection takes effect, it looks

for them in area Hz, joining any melee

underway there.

Ivirere, properly interrogated, can

reveal much about Baucojin, the Union of

Ecliptics, and the phane, but she knows of

only one ritual lo free Erivalius. From what

Baucojin has told her, a required compo-

nent of ill is ritual is safe in area Hz.

A wish or similar magic is necessary

to restore Ivirere's life and mind and

bring her alignment back to chaotic

good. If the characters do this, Ivirere

volunteers to join them
h
and if she sur-

vives the adventure, the characters gain

a very powerful ally,

H2» Hall of inertia (HI, 31)

This large tetrahedral chamber has a

smaller tetrahedron cut from it, of roughly

the same si?c as the previous chamber. In

the center of the space is a raised triangular

stone dais. A senes of huge abstract hands

reaches up from the floor.

This space briefly served as Erivatius'

audience chamber, and was tailored to

his portfolio. The hands are stone and

have no special properties, but may be

used as cover. Close examination reveals

minute runes covering the hands, and a

DC 25 Know! edge {rel igion) check reveals

the runes as an endless listing of beings

killed by the followers of Erivatius.

Baucojin has already installed the tahlrl

of sacrifice in the center of the triangular

pedestal. A DC 50 Search check allows a

character to notice the tablet embedded

in the Lop of the platform- it is nearly

identical to the surrounding stone and

fils into its depression perfectly, leav-

ing no visible seam. The tablet radiates

an overwhelming abjuration aura, so if

dried magic or a similar effect is used to

examine the dais, the tablet cf sacrijki is

immediately noticeable.

Anyone can place the tabid of laerfice

into the dais, as Baucojin has already

done. Once placed, the Quicksilver

HourgLass continues to build tempo-

ral energy until it activates. Removing

the tablet is a simple matter for anyone

wearing the Bindings of Erivatius, For

anyone else, a tablet installed in the dais

is nearly impossible to remove. As part

of the Quicksilver Hourglass' divine

nature, the dais itselfcannot be harmed

by mortal magic or damage. The only

method to remove the fabfrl of sacrifice

from the dais that doesn't involve the

Bindings of Eriufltiui is to successfully

affect the tablet with Momenta incnV

disjunction or an epic dispelling spelL
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The tablet itself is a major artifact with

a caster level of 40, Destroying the tab-

let immediately alerts Eiivatius and his

minions here in the Hourglass.

Unfortunately, destroying or remov-

ing the table J of sacrifice is only the first

step in the two-step process required

to disarm the Quicksilver Hourglass.

In order to complete their goal, the

PCs must install the la bier of reckoning

directly into Krivatius
1

prison [see the

Prison Tetrahedron).

Creatures; Bancojin is not happy at

being trapped in this tetrahedron by the

colossal dragon in the Nexus, aided by

a mere fraction of his original horde

of minions, but is trusting to his belief

that he controls all necessary' pieces of

the ritual. He feels that bis plan can-

not be slopped as long as ibis situation

holds. The phane knows nothing of the

agreement Vourzoun made with the

rulers of Methanuff
f
and so could not

tell Bau cojin of the alternate ritual and

second tablet.

Aoorxiat the phane floats over the

dais, enraptured by the release of the

Quicksilver Hourglass's chronal energy.

It is Insubstantial, roughly humanoid in

shape with overly long arms and three

emerald eyes burning from its shadowy

form with an otherworldly spark.

Baucojin begins each day by casting

epic mage armor on himself

^ Ba 11 L'oj i 1 1. “The Crimson Eclipse/
1

male human vampire sorcerer 19: CR 31;

Medium undead (augmented human-

oid); HD zgdni hp iSS: In it +17; Spd 30

ft.: AC 57^ touch 26, flat-footed 4S; Base

Atk +15, Grp +17; Atk +19 melee (id6+5.

staff of power) or +17 melee [idfi+2 plus

energy drain, slam); full Atk +19/+14

melee (id6+^
P
s toffofpower) or +17 melee

(id6+a plus energy drain, slam); 5A blood

drain, create spawn
h
dominate (DC 37),

energy drain, spells; SQ alternate Ibrm,

damage reduction lo/silver and magic,

fast healing 5, gaseous form, resistance to

cold io, resistance to electricity 10, spider

dimb, summon familiar, turn resistance

+4, undead traits; AL CE; £V Fort +12, Ref

+23, Will +23; Str 14, Dcx 29, Con — , Int

14, Wis zo, Cha 37,

Skills: Blufi +53, Concentration +32,

Diplomacy +31* Hide +17, Intimidate +23,

Knowledge [arcana) +34, Listen +15, Move

Silently +17, Search +10, Sense Motive +15,

Spdkraft +36. Spot +15,

Fculs: Alertness®^ Combat Casting,

Combat Expertise, Combat Reflex-

es
11

, Craft Staff, Craft Wondrous Item.

Dodge B
h Epic Spell Focus (evocation).

Epic Spellcasting, Forge Ring, Greater

Spell Focus (evocation). Improved

Combat Casting, Improved Initiative
11

,

Improved Spell Capacity (2), Lightning

Reflexes 11

* Maximize Spell, Spell Focus

(evocation), Superior Initiative,

Languages. Common, Draconic, Elven.

Sorcerer Spells Known (caster level 291

+24 ranged touch: 6/10/9/9/15/9/S/8/S/3

/1/2.. epic 3/day. ranged touch

arcane mark, dancing lights, drier! magic,

mage hand t message, open/dose, ray of

frost, mad magic, touch offatigue (DC 23):

ist

—

identify, magic missile, prolertion from

good, shoddnggraspt true strike; 2nd—da rft-

piess, muisihilily, mirror finage, scorching my,

summon monster If 3rd—displacement,

haste, fireball (DC 29), lining bolt (DC

29): 4—dimfrtsion door, greater mumbiljiry,

scrying, shout {DC 30); 5—hateful polymorph

(DC 2S), Bijjbpb interposing hand, sending,

summon monsler Y\ 6—chain UghiningipC

32), disintegrate (DC 29), mislead (DC 29):

7— delayed blastfireball (DC 33),forcecage,

greater releporf; S—polar ray, polymorph arty

object(DC i\),grealer prying ^es: 9—energy

drain, meteor swarm [DC 35)* wish; Epic

—

epic mage armor, eclipse, mummy dust,

locale timevoid**

Note: Baucojin has 23,000 XP to call

upon for the casting of twish spells.

Possessions; Staff of power (30 charges),

bracers ofamor +$, amulet ofnatural armor

*5, cloak of Charisma +G, ring of protection

+5 (does not take a ring slot)* major ring 0/

spe J! storing (contains barm and inflict criti-

cal wounds), ring of u’i'sandry
f
J V

r

J,
globes of

De^Jerity +$, scroll of lime slop and limited

tirisfo. ruby dust worth 6,000 gp (mate-

rial component ror/orcecage), true seeing

ointment worth 1,000 gp P
three doses oT

specially prepared mummy dust worth

10,000 gp each (for rnummj! dusl).

*This epic spell is the one Baucojin

used to locate the Quicksilver Hourglass;

details on this spell are unimportant to

this adventure since Baucojin need never

cast it again.

Klifeiv bat familiar: hp 94; Monster

Manual 268.

# Aoorxiat, phane: bp 612: Epic Lewri

Handbook l&6.

Taclies: Baucojin and ihe phane are

powerful opponents, but they do not

coordinate their actions. If warned by

Ivirere, Baucojin easts mirror image, haste,

and displfl cement cm himself. In combat,

he casts offensive spells or spelts from

his staff His favorite spells are meteor

swarm, forcecage >
maximized polar rays,

and maximized delayed blast fireballs. If

it appears he is about to be defeated, he

uses wish to exit the Quicksilver Hour-

glass and then tries to escape through

the portal back to the Material Plane.

If he does this, he uses a second nrisJi

to destroy the portal* trapping those

left behind in the timevoid with no way

to escape until Erivatius is destroyed,

His reaction to inescapable situations

beyond this is to make a retributive

strike with his staff of power. Bauco-

jin stays at least 40 feet away from the

phane at all rimes to avoid being caught

in its null time field.

The phane docs not leave the dais

until combat is brought to it. Once

engaged, at fights to the end in a pos-

sessed rage, unwilling to lose this

chance to untie the chronal knot that

has plagued it for so long.

Development: Jf somehow interro-

gated, Baucojin reveals extensive details

about his past and the Union of Eclipses.

He knows the full ritual for releasing

Erivatius using the tablet set in the dais,

but has no knowledge of any alternate

rituals. From his observations in battle

w"ith the followers of Ermtius, he knows

they possess the Bindings of Erivatius^

The Temple Tetrahedron
The portal from ihe Nexus Tetrahedron

to the Temple Tcliahcdron is located 60

feet up a wall, above area Ttfbut outside

the temple structure), and characters

who pass through find themselves fall-

ing toward the roof of the temple, 30 feet

below. Most ofthe volume of this tetrahe-

dron is occupied by a large building, dam-

aged where it touches Ehc tetrahedrons

skin. The imposing architecture almost

certainly indicates this is the temple of a
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fell god
r
and its massive steel doors stand

closed and undamped.

As the MonasleryTetrahedron houses the

greatest monastery of Erivatius, this tetra-

hedron houses his greatest temple. Only a

lew servants and infernal guardians remain

here, as all available forces were sent to stand

with Voursuol against Baucojin in the Nexus
'

f'rt rahedron . I he worships rs of Erivatius

who remain within once embraced Eriva-

tius
1

decision to sacrifice himself to min

the Material Plane, but over the ages their

Isolation and constantly increasing lanali-

dsm has warped this devotion. Today, the

surviving faithful of Erivatius believe that

the divine war destroyed everything but the

Quicksilver Hourglass, and their support

of Erivatius' suicide has been replaced by

an intense desire to preserve him forever.

The arrival of Ban eojin and his minions

has shaken their faith to the core, liu they

had. up In this poinf believed that every-

thing else had l>een destroyed Many oftheir

number tell to the vampire and his min-

ions in I heir attempt to defend the tablet

ofsacrifice and the I fall ofInertia. Now, the

remaining few monks and their cleric leader

Reshrpcf desperately try to come up with a

plan to destroy Baucojin, reverse the Quick-

silver Hourglass' activation, and return their

world to the way it was. They feci that their

current forces are no match Ibr Raucojms

unless they can lure the vampires or their

ni in ions back into the Nexus Tetrahedron

somehow so l he draconic guardian of that

area can aid them.

The temple is composed of superior

masonry walls and flagstone floors with

no special properties. Double doors are

15 feet high, single doors are to feet high,

and ceilings are vaulted and 30 feel high

except where rooms are open to the let-

rahedruns walls.

Tl. Hall of Obeisance (EL 29)

A gigantic stem visage in bas relief faces

the entry r© this chamber, with a skeletal

hand depicted above and below. The eyes of

the visage are hollow sockets that weep jag-

ged tears of lead. Elaborate double doors

flank the cold countenance.

The face of Erivatius greets guests to

I his temple. The dumber was designed

for defense against intruders, with

archers manning the arrow slits when

they were available.

Creatures: Gurvitus, Hahsiv.Uu. Lorian,

and Zcrghemn, the lour monks who sur-

vived Raueqpris invasion ofthe Quicksil-

ver Hourglass, stand guard here. All four

are in prime physical heal 111. and have

shaven bead* and grey eyes. They have

tattooed ajagged set ofsilvery tears onto

I heir laces, weeping down from their

eyes in honor of their deity's appear-

ance. Each has also tattooed hundreds

ofnames on their arms, legs, torsos and

back—the names of I hose they person-

ally slew and thus delivered lo Erivatius

before they became willing prisoners of

the Quicksilver Hourglass.

# Gurvitus, Hahsivalu, lorian, and

Zcrghe/un, human monk 15: C\i .15;

Medium outsider (augmented human-

oid); HD z^dS+ioo; hp 212; I nit +io;

Spd no if.; AG 43, touch 35, flat-footed

37 Base Atk +1S; Grp +22; Aik +25 melee

(2d 10*4/1 q^z-d, unarmed strike); Full Atk

+3

O

f+3,0

j

+3O/+z5/4-2o melee (id 10+4/1 9-

.10. unarmed slrike/Hufry of blowi]t SA Id

strike (magic lawful adamantine), quiver-

ing palm (DC 31), stunning fist (zS/day,

DC 31), unarmed strike; SQ abundant

step, diamond body, diamond soul (spell

resistance 3s), empty body, last movement

{+So fl.}- improved evasion, outsider traits,

perfect *df[damage reduction so/magic),

purity ofbody, slowr
fall, still mind, time~

less body, longue of the sun and moon,

wholeness ofbody (heal 50 hp): AL LF.; SV

Fort +18, Ref+zz, Will +13; Sir ig
f
Dex 22,

Con i£, Jut 10, Wis 29. Cha 16.

Sfcflte Balance +36, lump +6b. Listen

+37, Spot +37/ tumble +34.

FratK Blind -Fight, Deflect Arrows !l

,
Dire

Charger Dodge. Epic Prowess, Exceptional

Deflection. Improved Critical (unarmed

slrike), Improved Initiative, Improved

Trip*. Improved Unarmed Strike", Light-

ning Reflexes, Mobility, Spring At lack.

Stunning Fist", Weapon Finesse.

La Ancient Common.
ftusessions: Cloak of major diipfactmrfit,

bracers ofarmor *S, anjidcl ofhealth +6,glows

of Dexterity +fi
r Mf qf^iant Strrncjlfi +d, pru-

dipt qfWisdom +d
r
rirjij tfprotection 45,

Tactics; Ihc monks hope to slow the

advance ofany invaders, but ret real back

to area Tz if pressed, to make a final

stand with Bcshcjacr.

T2. Hall of Battle (EL 31)

This richly- appointed hall has a mar-

tial theme, with weapons and armor of

excellent quality displayed on the walls.,

The spscc is commanded by a pulpit that

looms over the room. A four-foot- by-

three-foot shimmering portal is clearly

visible m she floor.

This hall served as a mustering area

for the troops before presentation to the

priests of the temple. Beshejier has now

taken it as her final bastion, avoiding her

old quarters lo I he north which are now

dominated by the blackstone gtgani.

The port

.

l

I

in the Hoor leads to the

Prison Tetrahedron.

Creatures: Beshejaer, the high priest of

the temple of Erivatius* is encountered

here, along with the last of the three

barbed devil blackguard* that serve her

needs. She also has a con tingrriJ rfnrmcc-

tiun in effect,

9 Beshej jer, fc male lialf-fiend human

cleric zy {Erivatius): Cft 30: Medium out-

sider (furtive, augmented humanoid); HD
£?d&4-i3s; hp 256; I nil +2: Spd 20 ft- in

full plate armor, fly 30 ft. (average); AC 37,

touch 16, fiat-footed 36; Base Atk +19: Grp

+25; Aik *30 melee (idS+n, +5 nxiamettk

unholy heavy mace); Full Atk +3O/+25/+20

melee (idS+11, +5 axi&matic unholy

miarf): SA smite giKid i/day (+20 damage),

spells, spell -like abilities, rebuke undead:

SQ fontimjrnJ nrsurreefion, damage reduc-

tion 10/magic, dafkriston 60 ft., immune

to poison, outsider trails, resistance to

acid 1o, cold id, electricity so. and fire

10, spelt resistance 35; Ah LF; SV Fort +h),

Ref +16, Will +31: Str 21, Dev 14. Con zo,

tnt 14, Wis 33, Cha zz.

.SUJk Concentration +35. Diplomacy

+36, Heal +41. Knowledge (religion) +32,

Spel ters ft +45.

Feats; Automatic Quick? n Spell, Com-

bat Casting, Heightened Spell. Epic For-

titude. Epic Skill Focus (spcllcraft). Epic

Spell casting. Improved Initiative, Multi-

spell
,

Quicken Spell, Quicken Spell- Like

Ability (poison), Scribe scroll. Skill Focus

(spcllcraft), Spell Penetration.
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Language*. Ar\acn\ Common* internal,

Temn.
Spy’ll- Like Abilities (Caster level 27th): 3/

day— darkness, quickened poison [DC zo}„

imlwly aura (DC 24); i/day-Masphfmy(I>C

23), contagion [DC 19k drsftTate, destruction

[DC 23), hom’d wilting (DC 24), summon

rrtonsitr IX (fiends only, does not fu nctiu n

in the Quicksilver Hourglass), unJmitaiu,

unholy faUghf (DC 20),

Cleric Spells Prepared [easier level 27th:

touch +25; ranged touch 421 )e o (all quick-

ened)—cure minor wounds, detect rnugir,

guMuncr (4)5 1st (all quickened)

—

bless,

cause /ear
15 (DC 22). cure fight Lvuunds [3),

dzpjnrjavor, docun (DC 22), protectionfiom

goody sanctuary, 2nd (all quickened)—cure

moderate wounds (4k death knelP [DC 23k

hold person (DC 23). remove paralysis, silence

[DC 23k zone oftruth (DC 23); 3rd (all quick-

ened)—hfstcMv curse (DC ?^) F dairaudi-

tna/dedmyanaPt cure serious wounds (2),

dispd macjtt, ffleJd into stone, prayer, scoring

Jighr, wind wall [DC 24); ^i]i—cure crifi-

caf wounds, death suhiyP, divine power (2),

freedom of movement, poison [DC 25), spell

immunity, tongues; ^lh—grratrr command

(DC 26),fame strike (2) (DC 26), righteous

might, skty lining [DC 26), sky living- (DC

26), sped resistance true seeing; 6th— blade

banier(DC 17}.Jmd the path [

\
greater dispel

magic, harm (2) (DC 27), heat (2): 7th—Has-

phemy (DC zfi), moss cure serious ivounds,

destruction (2) [DC 2S), dictum (DC 2&), kg-

endW, repulsion (DC 28); Sth—onlimagic

field, quickened death word, discern lota-

tkmPyfirestorm (DC 29), greater spdi immu-

nity, quickened spell immunity 9th—energy

drain, foresight
1
’, mass ftrai, implosion (DC

30k quickened slay living (DC zti) true rcs-

unreffon; epic—tetgo ofme (DC 31), mass

frog (DC 31), spell worm (DC 31k

D: Domain spell, Domains: Death (death

touch i/day, iyd6 damage). Knowledge

(cast divination spells at +1 easier level

k

Epic Spells Known: Animus bias!, con-

tingent resurrection, lei go ofmer massfrog,

spelt worm.

Possessions: Bindings of Erivatius
Y +5

heavyfortificationfull plate armor, +5 heavy

steel shield, +3 axiomatic unholy heavy

mace, frdf ofgiant Strength +6, helmrl of

Wisdom +&y cloak of Charisma -rii, ring

of protection +5, ring of resistance +5 (as

cloak of resistance *5)1 diamonds worth

25,000 gp (material component for true

resurreclion), ointment of mushroom
powder, saffron* and fat worth 750 gp
[material component for true seeing),

and silvered unholy symbol worth 500

gp (focus for dutrarlion).

f Advanced barbed devil blackguard

8: hp 479; see page 67.

Tactics; Beshejacr and her barbed devil

guardian do everything in their power to

Slop the characters here. If given warn-

ing of the partyV approach, Beshejaer

castsforesight, greater spell immunity (tem-

poral stasis, potyrnoiph any object, delayed

blasl/rcbaff drsinlejmlc, power word sfun,

hom'd wiUing,fecbkmind^ righteous might,

and divine power on herself and quick-

ened spell immunity (enert'atior^ bestow

curse, confusion , ray ofexhaustion , hold per-

son, lightning boUyfrebaU} and death ward

on the barbed devil

Erivatius wore these loose bindings upon

his forearms, but when he volunteered

for his imprisonment in the Quicksilver

Hourglass, he gave them to his high

priestess- He hoped seeretfy that after his

sacrifice, he would emerge from death

even more powerful than before, using

ihese Bindings and his high priest as a

focus for his return from death.

Each binding is 2 si rip of rune -cov-

ered cloth. The left is known as the

Binding of inertia, and is doth of a sickly

shade of yellow
h
shot through with ver-

digris. The right is the Binding ofEhcayf

made of dead whitish -grey rune-covered

doth. When worm the bindings give the

wearer two slam attacks, each of which

inflicts sd6 damage on a hit. The Bind-

ing of Decay ads as an amulet of mighty

fists +5. Damage done by the wearer's

unarmed and natural attacks 9s consid-

ered lawful and evil for the purposes of

overcoming damage reduction. In addi-

tion, ii allows the wearer to afflict anyone

he strikes with his natural weapons or

unarmed strikes with mummy rot rf the

victim fails a DC 20 Fortitude save. The

Binding of Inertru provides I he wearer

with damage reduction 10/adaman tine

and bludgeoning, immunity to critical

hits and sneak attacks, and immunity

to cold. Wearing both bindings conveys

immunity to magical aging.

Development: Note that Beshejaer has

a coniingml resurrection spell in effect, and

if the spell restores her after the party

has departed, she pursues them. Under

interrogation, Beshcjaer can tell the PCs

about the recent invasion of the Quick-

silver Hourglass, but won't reveal more

unless magically compelled to do so.

Under such compulsion, she can inform

the PCs about the fact that two rituals

exist: one to activate the Hourglass and

allow Erivatius to sacrifice himself and

one to call him into physical form in

his prison without activating the Hour-

glass. She also knows that destruction of

the Bindings of Erivatius would weaken

Erivatius, Divulging this information

is against her very nature, and could

grant her an additional saving throw

to resist the effects of whatever spell is

compel ling her to talk.

The bindings hold fast (DC 40
Strength or Escape Artist to remove)

to any living wearer and immediately

imbue their powers, regardless of the

alignment of (he wearer, Any non-evil

wearer immediately gains two nega-

tive energy levels while any non -lawful

wearer immediately gams four nega-

tive levels (these negative levels stack

for nonevil and non lawful wearers) as

long as the bindings are worn. If these

negative levels reduce the victim to 0

level, he immediately dies and rises in

id4 rounds as a wight. The bindings

slough off the newly created wight

when it rises.

The bindings can be destroyed, indi-

vidually or together, by wrapping them

around an anarchic magic hem (or

an intelligent magic item with a cha-

otic alignment component) and a holy

magic item (of art intelligent magic

Item with a good alignment compo-
nent) and subjecting |hem to a suntay

and either 2 wish or mrroch. They can

also be destroyed by successful Worden-

fcamen's disjunclron. If either binding is

destroyed, E rival i us lakes 3 -5 penalty

on all attack rolls, saves, caster level

checks, and skill checks until one year

passes or he creates a replacement If

both bindings arc destroyed, this pen-

alty increases to -10.

THE BINIHXC.S or ERfVAntJS (MAJOR ARTIFACT)
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T3. Chapd (EL 30)

A colossal sculpture Fills this chamber, an eightermed woman

with exaggerated* crurl feature carved From chon stone, her

fact leering down at the entrance while two hands cup a stone

tablet in front of her. White the stone walls of the chamber have

crumbed where they mccl the tetrahedron's surface, the sculp-

ture is nearly crouched within the space's confines.

This chapel to Eriv.Ui.us contains the key to his defeat, but

Vounoun has put an end to its use as a place of veneration

by Riling it with a guardian to prevent a premature end to his

imprisonment.

Creatures; The colossal sculpture is in fact a massive black-

stone gigant, a construct created by Vourzoun.

•p Advanced Blackstone Gigant; Cft 30; Colossal construct;

HD 76d io+3o; hp 49®] Init +1; 5pd 40 fL, climb 20 fl r , fly 40

ft, (perfect); AC 40, touch 3, flat-footed 19; Base Atk +37; Grp

497; Atk +74 melee (Sd £+24/1 9-20 plus petrification, slam);

Full Atk +74 melee (SdS+24/19-20 plus petrification 4 slams);

Space/Reach 30 fl./s0 ft; 5A petrification, trample; SQ ani-

mate statue, construct traits, damage reduction ^adaman-
tine, resistance to arid zo, resistance to cold 20, resistance to

electricity 20, resistance to fire 20, spell resistance 40; AL NE
SV Fort +25, Ref +2&, Will +27; $tr 59, Dex 12, Con— Int 6, Wis

io, Cha 10. fiend Folio 21.

Skills; Climb +43, Listen +34, Spot +34.

Fedf* Ability Focus (petrification), Blind- Fight. Cleave,

CombaL Reflexes, Devastating Critical (slam), Flyby Attack,

Great Cleave, Improved Bull Rush, Improved Critical (slam),

Improved Natural Armor (5), Improved Natural Attack (slam),

Improved Spell Resistance (4), Improved Sunder, Iron Will,

Lightning Reflexes, Overwhelming Critical (slam). Power

Attack, Snatch, Weapon Focus (slam),

Lanquagtn Abyssal.

Pctrijhdion ("SuJ; Whenever the blackstone gigant damages

an opponent with a slam attack, that creature must make a

Fort save (DC 50) or be turned into a stone statue as per the

spell Jlesh io stone cast by a aoth-levet caster.

Tmrtiplt (Ex): As a standard action, the blackstone giganl

can trample opponents at least one ss^c category smaller

than itself. This attack deals izd§f]6 points of bludgeon-

ing damage. A trampled opponent can attempt cither an

attack of opportunity at a -4 penalty or a Refte* save (DC

72) for hal fdamage,

Animurr titalm' (Sujt The blac kstonc gigant can use one or

more ofits attacks to touch and animate any creatures it

turned to stone with its petrification power. This ability works

like an animate objfds spell cast by a 2oth-lcvel caster, except

that it works on creatures ofany size. Statues remain animated

for ao rounds. A blacksftme gigant cannot animate a petrified

creature more than once.

Tactics: The gigant lakes no action until it is attacked

or something tries lo a fleet or Take the tablet it caries.

Due to the limited headroom here for a 30- foot construct,
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I real the gigant as "squeezing through

a space” {Pifljfcrs Handbook 151) while

it is within the chapel This shouldn't

last long though— the gigant spends

its first round of combat smashi ng

through the front wall of the chape]

(making four attacks with a 51-point

Power Attack adjustment). It has been

programed to protect the tablet, and

it holds it safely with two of its hands

throughout combat.

Treasure; The stone tablet in the

gigant 's hands radiates an overwhelming

magical aura of the abjuration school.

This is the JahlrJ ofncdbnfrij; it is required

to force Erivatixis to manifest physically,

in theory to facejudgment by the rulers

of'Mechartus.

Development: If the gigant destroys

3 or more 1 o- foot-by-10 -foot sections

of the wall, the entire wall collapses.

Treat the collapsing wall as a cave-in

(Uosoeojj Master's Guide 66). Once the

wall is down, rubble fills areas Tzand T3,

making movement through these areas

slow and difficult.

T4 Vestry

Cassocks, chasubles, ;«nd pallium? of vari-

ous fabrics and colors hang in this dress-

ing area, while the many cabinets likely

hold even more. Mirrors and artwork line

ihc write.

The temple priests prepared themselves

in thisdumber before entering the chapel

Treasure: The vestry contains valu-

able apparel, statuettes, and tapestries.

Characters who stop to look can find 15

various religious articles worth 500 gp
each, although identifying and stowing

the valuable objects takes 15 minutes.

OTmuch greater value is a single scroll,

hidden in a cabinet drawers false bot-

tom (Search DC 30]- Penned by one of

the hierarchs of Mechanus, the words

on the scroll at first glance Seem to

be strange tangles of triangles, cubes,

and circles,, but as soon as the reader

blinks the shapes instantly reform into

his native language. These words detail

the agreement between Vourzoun and

the rulers of Mcchanus, including full

details on both the steps necessary to

activate the Quicksilver Hourglass (the

MJel of sntrifict nerd simply be placed

in the proper receptacle in the Hall

of Inertia} and the steps necessary to

force hrivatius to manifest physically

For judgment. Part of this agreement

stipulates that the scroll must be kept

near Erivatius* prison, so that should

Vou noun's minions pass from exis-

tence, record of the wishes of Mecha-

nic would persist. The scroll is itself a

major artifact, and is nearly impossible

to destroy.

T5- High Priest's Chamber

These lavish quarters want for nothing. A

grand bed is surrounded by fine furniture

encrusted with gemstones The walls are

covered with bookcases and the space 5

.1 v. .v. I i In artwork of 3grm fixture.

This is the personal chamber ofBeshe-

jaer, the high priest of the temple- She

has not been back here since the inva-

sion of the Quicksilver Hourglass,

Treasure: The chamber contains

many valuable objects, including jew-

elry, statuettes, tomes, and tapestries.

Characters who stop to look can find 20

objects worth i.qoo gp each, although

identifying and stowing the valuable

objects lakes jo minutes. Charac-

ters who make an attempt to quickly

sort through the writings can make a

Search check (DC *0) to pick out a pas-

sage describing a combat in which an

angel known as the Trumpeter nearly

slew Erivatius, a reference to his lack of

protection against sonic attacks.

T6« Empty Menagerie

The thick non bars subdividing this cham-

ber make cl? .a its forme* purpose, judging

by Lhesifc ft he ell doors, I jr j-.- (
. ,;Ut 1 "$.

could have been kept here.

Several half-fiend truly horrid umber

hulks were once kept in these cages.

When Baucojin invaded, the follow-

ers of Erhatius used these mongers
in an attempt to stop the invasion at

the Nexus, but the creatures were all

soundly defeated.

The Prison Tetrahedron (EL 29)

This chamber is a slone hemisphere with

a yellow and verdl giv; dome fifty feet high,

one hundred feet across, and a perfectly

level lone floor. Sewn statues ring the

chamber, twenty- fool- tall expressionless

warriors dressed in gleaming full plate

armor, each standing before a five- foot-

by- five -fool rnithrri plaque bra ring a

single rune.

The walls of the prison chamber are

solid stone, extending to the walls oft he

tetrahedron, and the chamber is infused

with an unhaJlouj and bone effect The

only means ofentry or exit is the portal

centered in the floor.

The seven plaques before the "stat-

ues” (in fact, the room's guardians) are

the keys to stopping the Quicksilver

Hourglass from bringing doom to the

Material Plane. Each plaque bears a

different rune that symbolizes a spe-

cific plane or dimension; the Astral,

the Ethereal, the Positive Energy

Plane, the Negative Energy Plane, the

dtmiplane of Time, the Far Realm,

and the Material Plane. A successful

DC 30 Knowledge (the planes) check

identifies each. The scroll hidden in

area T4 also identifies what each ofthe

plaques mean.

Creatures: The rulers of Mecbanus

feared that leaving Vourzoun and Eriva-

tius unwatched over the cons would

eventually result in disaster, so as pari of

their accord with the evil goddess, they

were allowed to place seven oftheir most

powerful niaruls in Erivatius
1

prison as

guardians. These maruts wait here still;

they Arc the seven expressionless war-

riors that stand along the chambers

perime ter.They remain motionless until

they notice someone other than one of

the hierarchs of Meehan us Attempting

to release E rivals us using the labirt ojf

reckoning, at which point they animate

and demand that (he interlopers cease

immediately. If their commands are

not met, the maruts attack, seeking to

destroy the intruders and return the i<ib-

Ul of reckoning to area Tj.

9 Advanced maruts (7): CK zy, Huge

construct (cxtraplanar, lawful); HD
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4}d 10*40: hp 176 each: I nit +or Spd 30

Si: AC <]2 h
touch S, flat-footed 42; Base

A«lc ^2; Grp +56; Atk +46 melee (4d6+i6

plus }d6 sonic or 3d6 electricity, slam);

Full Atk ^46 melee (.id6ti6 plus 3d

6

sonic or jd6 electricity, 2 slams): Space/

Reach 15 fL/15 ft*; SA fists of thun-

der and lightning, (DC 49). spell -

1

ike

abilities; SQ construct traits, damage

reduction i^/chaotic, darkvision 60 ft-,

fas t healing io, low-light vision, spell

resistance 29; SV Fort +19, Ref +17* Will

*20; Sir 43, Dex 11, Con — „ Int 12, Wis

17, Cha iS; MoFtsler Manual 159.

-Vkills- Concentration *23, Diplomacy

*6 , Knowledge [religion) +24, Listen +26,

Search +24* Sense Motive *26, Spot +26.

Ffflto Ability Focus (fists of thunder

and lightning), Awesome Blow. Combat

Casting, Epic Fortitude. Epic Reflexes,

Epic Wll.l
P
Great Fortitude, Improved

Bull Rush, improved Combat Casting,

Improved Natural Armor (z), Improved

Natural Attack (slam)* Improved Spelt

Resistance [z)
r
Power Attack-

La rig wages: Abyssal, Celestial. Com-
mon, Infernal

Spell* Like Abilities (caster level

At will— nir walk, greater command (DC

19). dimemiara door,gneartfr dhpd magic,

fear (DC i fi) i mass inflict iyhj wounds

(DC 19). locate creature, true seeing] 1/

day—chain lightning (DC 20). circle 0/

death (DC 20), mark q/’justice, wall of

farce; i/week—eardtqwakf (DC zz),qtasf

quest, plane shift {DC 21).

Ptarastons: +sjuU pinre armor.

Tactics: In combat, the ms ruts engage

ill melee, using their Awesome Blow

and Power Attack abilities If they hit an

opponent with both slam attacks in a

round, they take a io- point Power Attack

adjustment against that opponent in the

following round, continuing to increase

the modifier by 10 each round until they

no longer hit with either attack. They

coordinate their movements and space

themselves to compensate for their lack

ofspeed, and use wall offorte to restruc-

ture the battlefield and divide the party

Any mam Is not involved in melee use

true seeing at the first opportunity, then

greater dispel magic as they observe foes

benefiting from magical effects.
r

fhey

fight to the death without hesitation.

Erivatius in judgement (EL 34)

Once the PCs have dealt with the maruts,

the path is clear Ibr them to put a stop

to the menace represented by the Quick-

silver Hourglass. In order to shut the

Hourglass down now that it has been

activated, they mml destroy (he source of

the weapon's power. In short
h
they must

destroy a god.

Erivatius is currently merged with

the Quicksilver Hourglass, and cannot

be harmed. In order to destroy him,

the PCs must first remove the tablet

0/ sacrifice from its cradle in area Hz.

They must then activate the seven

plaques spaced around the perimeter

of the Prison Tetrahedron by touch-

ing (he Bindings of Erivatius to them

in the proper order (Astral. Ethereal,

Positive Energy. Negative Energy, Time,

Far Realm, and finally Material Plane),

after which point they must wr=ip the

Bindings around the tablet ofjudgment

while standing in this room. The tablet

must (hen be placed in the portal exit

from the Prison Tetrahedron. Doing

so immediately suppresses the portal

and draws Erivatius
1

essence out of

the Quicksilver Hourglass and forces

the god to physically manifest in the

Prison Tetrahedron.

jp Erivatius: hp 750; sec Appendix.

Tadics: Erivatius is a god, yet he

is no( without common sense. He
immediately understands that the

party Is extremely powerful Lo have

made it to the Prison Tetrahedron

and forced him to manifest physically.

He attempts to get a measure of the

characters through parley if they are

willing, offering them anything in his

power if they agree to find a way Lo

set him free. Of course, Erivatius ha^

teetered on the brink of suicide for

eons, and as a result has little left but

the desire to see his sacrifice through

to the end. If the PCs allow him to

go free, he immediately retreats back

into the Quicksilver Hourglass and

allows it to drain Isis divine electee

completely. The (ablet ofjudgment

cannot be used to forte him to mani-

fest again; if the PCs allow this to

happen, they have sealed the Material

Plane's doom.

If Erivatius fails to win the charac-

ters over with words, he attacks them

in desperation. He begins by activating

the resolve power of his divine aura,

followed by his life drain salient divine

ability, snd then engages in melee,

attacking with a 20 point Power Attack

and using stunning fist on his first

strike each round. 3 f unable to melee,

he uses his divine blast salient divine

ability destruction, and twuJ of the barcrfiee

as ranged attacks znd foresight, shield of

Itnu, and righteous might to bolster his

defenses. Throughout combat, Eriva-

tius recites the details of the deaths of

the ch a racier*' ancestors and associates

(using his divine recall salient divine

ability), particularly any that were igno-

ble, drawing possible parallels to their

current situation.

Although Erivatius has great melee

powers and 2 variety of ranged attacks,

he is also vulnerable to attacks from

the characters—he has no resistance

to critical hits or sonic attacks, and very

little ability to heal himself Depend-

ing upon the party's strength, you may

want to emphasize hints of these weak-

nesses before this encounter.

Ad-hoc XP Adjustment: If the

characters de feat ¥ rivat i u

s

p .1 wa rd t h

c

party XP as if they had defeated a CR

34 creature.

CONCLUDING
THEADVENTURE
As Erivatius is destroyed, a strange

being appears, standing twelve feet

in height, human-likc in appearance

save forsrctall horns jutting from its

bald head, a tail ending in a mace-like

ball, and a too-perfect symmetry. It

speaks sonorously in Common: “By

ad hoc trial of arms is the covenant

forged among that deity known as

Erivatius, that deity known as Vour-

zoun. and the One and the Prime

hereby dissolved.* It dips its head in

concentration and the stone hemi-

sphere of the Prison Tetrahedron

melts away, leaving the PCs standing

in a tetrahedron 1&0 feet on a side,

with walls of crackling energy, iden-

tical to the portals they have come
to recognize.
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One round later, another being

appears, this one of an entirely differ-

ent nature; a woman of possibly dven

ancestry and typical heighE. but oth-

erworldly beauty, Stars fall from her

shimmering mantle* and her violet

eyes are both playful and ancient. This

is Morwel, the Queen of Stars, a pow-

erful and unique eladrin. She speaks

with a soothing energy. "Through

excellence sacrifice, and a pinch of

luck* you have gifted opportunity to

countless souls to strive and love and

live. Sacrifice It was to you—shall i

do no less?
1
' As she closes her eyes,

a, weight lifts from the PCs. rejuve-

nation swells through them, and her

aura seems lo dim slightly.

The first being to appear is a tertian

mod run, a hierarch ofMechanus, tasked

with passing judgment on fulfillment

of agreements made with his ultimate

superior. Primus. Once Erivatius

was killed and the tertian passed his

judgment* the timevoid around the

Quicksilver Hourglass dissolved and

the Hourglass emerged into the Astral

Plane* inert and harmless, MonVel Was

sufficiently moved by Ojhalias peii-

tion on the characters
1

behalf to aid

them. Her temporary sacrifice reverses

all of the aging suffered by the char-

acters in the Hourglass, but does not

stop there: each character also receives

the benefits of a jntcifer r^jufttjiuit, true

resurreenion [if deceased), and a perma-

nent +2 sacred bonus to an ability of

their choice.

The tertian doesn't approve of her

actions^ stating flatly* “An unwarranted

risk, considering the danger all now face/
1

Morwel opens her eyes, playful

again, "by your calculus, yes! It puts

me of a mind to take another!** A

brilliant rapier appears in her hand

and she feints an attack toward the

modron, which actually seems to

flinch slightly at Ehe playful threal. It

shakes its head and vanishes back to

Mcchanus, leaving Morwel to speak

with the PCs. You can use her to answ er

any questions the PCs may still have.

Eventually, Morwe I says, “Your quest

was great, your rewards to match* and

though there can be no doubt but that

accounts have been balanced, know

you yet that the Court of Stars favors

you!
H
With that she disappears, the

walls of crackling energy fade, and

the PCs find themselves back on the

Material Plane,

At the same lime, a roughly tetra-

hedral monolith appears in the Astral

Plane—all that remains of the Quick-

silver Hourglass,

The party may become involved

in Working against what remains of

the Union of Eclipses, particularly if

Huersefful escaped them and assumed

control of the Union. Any surviving ser-

vants ofErivatius certainly devote them-

selves to revenge against the characters.

And what of the mysterious threat men-

tioned by Qjhalia, a threat so dire that

Mechanus and Arborea appear to be

ready to align against it? Epic charac-

ters would surely be eager to meet such

3 menace head-on.
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Dogma
The teachings of Erivatius oppose any

type of undeafh, viewing such as an

affront to their master's dominion over

the measure of life, The establishment

of laws by the strong and able

is demanded of his follow-

er^ and regulated com-

petition among them

for power is openly

encouraged.

Clergy and Temples
Clerics of Erivatius

p

despite their hatred of

unlife, still rebuke and

command undead. They

often use this ability to force

undead to fight and destroy

other undead.

APPENDIX:
ERIVATIUS
the Lord af Inertia,

The frnoJ Curst

Demigod

Symbol: Iron triangle with

inward -pointing barbs

Home Plane: Not applicable (impris-

oned within the Quicksilver Hourglass)

Alignmenu Lawful Evil

Portfolio; Aging, death

Worshipers; Monks, law enforcement, exe-

cutioners. those who seek to cheat death

Clerk Alignments; LK
h
LM, NK

Domains; Death, Knowledge, Law

Eavored Weapon: Unarmed strike

Erivatius is the god ofdeath and aging from

a long-forgotten pantheon. He appears as a

lj-fbot tall humanoid with ashen skin
r
skel-

etal hands and forearms, and eyes ofmolten

lead that perceive all and promise oblivion

to all who meet their ga^e. Lead nuns down

his cheeks to drip from the sides ofhis lace,

forming a thickjagged
lr

beard "ofmetal that

Hakes away to dost and shards as it reaches

the ground, fine silver nines cover his

body representing every great mortal that

has succumbed to his domain.

Erivatius is a god of strict discipline

and rigid hierarchies, and as such is

embraced by those seeking domination

of others through oppressive laws and

dictatorial regimes.

Erivatius

Cleric 10/Monk to

Large Ou tsider (lawful, Evil,

Kfctraplanar)

Divine Rank: 5

Hit Dice; 50^8+350(750 bp)

Initiative: +13

Speed: 140 ft.

Armor Class; 64 (-1 site, +9 De*, +5

divine, +iS natural armor, +9 deflec-

tion, +14 monk), touch 46, Hat-footed 55

Base Aitack/Grapplcr +35/+61

Attack; +60 melee (41310+17/19-20,

unarmed strike)

Full Altaek: -t£o/+0o/+tfo/+55/+5o melee

(qd 10+17/19-20, unarmed strike)

Space/Reach; 10 ft./io ft.

Special Attacks: Does

not automatically

fail on attack roll or

i. Id strike (unarmed

attacks are treated

as epic magic law-

ful adamantine

weapons), quiv-

ering palm l/day

{DC 30, i/day)r

spells, spclidikc

abilities, stun-

ning fist 27/day

(DC 45^ rebuke

undead.

Special Qualifies; Abundant step, com-

munication, damage reduction i$/*pic,

divine aura, divine immunities divine

senses, domain powers, draining divin-

ity, empty body, evasion, fast movement,

immortality, improved evasion, salient

divine abilities, resistance to fire so, slow

fall (any distance) spell resistance 43, still

mind. I ravel, wholeness of body.

Saves: Fort +39, Ref+43,Will +42; dors not

automatically fail on save roll of i-

Abililirs: Str 35. Dex 29, Con 24, Ini 25,

WLs jo h
Cha 29.

Skills: Balance +6i h Climb +40, Concen-

tration +65. Diplomacy +29, Escape Art-

ist +34, Heal +30j Hide +53, jump +ioS,

Knowledge (arcana) +45, Knowledge

(history) +45, Knowledge (religion) +^ F

Knowledge (the planes) +45,

Listen +58, Move Silently

+S7, Sense Motive ^58,

Spellcraft +49, Spot

58, Tumble +57,

Erivatius
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QUICKSILVER HOURGLASS BY ANSON CARALYA

Feats: Combat Expertise* Combat

Reflexes, Deflect Arrows*, Dodge,

Epic Weapon Focus (unarmed strike]*

Improved Combat Reflexes, Improved

Critical (unarmed strike]. Improved

Disarm, Improved Initiative, Improved

Ki Strike, Improved Spell Resistance (jj),

Improved Trip'
1

, lm proved Unarmed

Strike*, Legendary Wrestler* Mobility,

Fewer Attack, Spring Attack, Stunning

Fist
11

, Weapon Focus (unarmed strike)

Divine Immunities: Polymer phing.

petri he a Lion, attacks that alter bis form*

energy drain, ability drain, ability damage,

mi nd-affccting eiTec Ls
r
elec tricity, cold* add,

disease, poison, stunning, sleep, paralysis*

death effects, and disinlegralion.

SaJieitl Divine Abilities: Erivatius has

the Following salient divine abilities:

Divine Blast ii/d&y. Ray, ranged touch

attack, range equals up to one mile per

divine rank, damage gdiz + id 12 per divine

rank, no save. This damage bypasses all dam-

age reduction and energy resistance. The

ray looks like a stream of the names of all

those who have been claimed by F.rivarius-

It destroys any null affine, pmmafic waif or

prismatic sphere it bits, passing through the

effect to strike ils intended target.

DMrtr MflnJt Erivatiu s' unarmed strikes

are treated as magic slashing weapons

with an enhancement bonus of +5 and

the keen, axiomatic, and vorpal qualities.

If Erivatius chooses, a particular attack

can be bludgeoning instead of slashing,

but the keen and vorpal qualities do not

apply to that attack. He can use the Deflect

Arrow's feat to deflect any ranged attacks

(including spells requiring ranged touch

attacks) as if they were arrows, can deflect

any number of attacks in a round, a ltd

reflects deflected attacks upon the attacker

using his base ranged attack bonus.

DfVinr Rrcrtlh Erivatius has superhu-

man memory of the circumstances of

deaths and remembers every death that

has ever occurred.

frrfs^rible Blows: Erivatius' unarmed

strikes are made as melee touch attacks.

Ifhc hits, the creature si ruck must make

a DC 22 Fortitude save or be stunned Tor

id 10 rounds. When he strikes an object,

he Ignores its hardness.

Life Drain: As a free action, Erivatius can

generate a cloud ofdarkness that rises from

his body in a spread with a radius of30 feet

and 10 feet high. The doud blocks sight

as deeper darkness but cannot be countered

by Light spells. Living creatures within

the cloud must make a DC 23 Will save or

die. Even with a successful save, a victim

gains two negative levels (DC 23 Fortitude

save required to Eater remove these nega-

tive levels). A single creature can only be

drained by the cloud Once per day.

Domain Powers Erivatius can use the

domain powers for Death, Law, and Knowl-

edge a number of times per day equal to

his divine rank (if the power normally can

be used more often than that, he gets the

giral er ftumbc r ofu scs) H is effective cleric

level with these powers is aa

Spell- Like Abilities: Erivatius can use

any domain Spell he can grant as a spell-

like ability at will. His caster level is to +

his divine rank.

At wi]]™ani™tcdfad,nt/nT emotions(DC

21X causeJairtD-C 20], dairaudkrKtfcfoinwy-

ance, create greater undead, create undead,

duttfi knell (DC 21], death word, destruction

(DC 26)1 dtitci secret doors, defect tiioq^tffDC

21), dictum, discern location, dispel cihaos
r
difi-

nation, find (hr palh,jfcrc.sitfhf, hold monster

(DC 24), lojend lore, HUigk circle ifl.st diUCM,

order's u^raJh (DC 23J, praterlion Jrom chaos,

shield of law, sky living (DC 24}, summon

momtet IX (not functional in the timcroidji

frue seeing, waU ofthe bonskc (DC 28).

Cleric Spelts (caster ldr
el 10;

Erivatius can spontaneously cast any cleric

spell he can grant, and need not prepare

his cleric spells beforehand as a result.

Other Divine Powers
Note that Erivatius has other divine pow-

ers, such as the abili ty lo create magic items

associated with his domains, but these abil-

ities can not directly impact this adventure.

Full details on standard divine powet* can

be found in Deifies § Demigods,

Communication: Erivatius can under-

stand, speak, and read any language, and

can speak directly to any creature within one

mile ofhimselfper divine rank. As a standard

action, he can send acommonkation to any-

one within the Quicksilver Hourglass. Ibis

can be a conversation, an omen, a dream, or

some form ofvisible phenomenon.

Draining Divinity (Ex): Each day, I he

QuicksilverHou rglass drains Erivatius ofhis

divinity. Starting on day two of this adven-

ture, bis divine rank is lowered by one. Each

succeeding day, his rank is lowered by one

more point. On day six, he is at divine rank O,

and on day seven he is completely absorbed

into the 1 lourgkss and cannot be forced to

manifest with the lobiel ofjudgment.

Tile slats above present Erivatius at

divine rank 5. His abilities decrease as his

divine rank is drained,, as outlined below.

* Armor Class reduced by 2 points per

point of Divine Rank lost.

* Attack rolls, savi n g th rows, skill checks,

ability checks, easier level checks, and

luming checks reduced by 1 point per

point of Divine Rank lost.

- Fire resistance and spellmtstmcc reduced

by 1 per point ofDivine Rank lost

The saveDC for his Divine Aura is reduced

by 1 per point ofDivine Rank lost,

* At Divine Rank 4 ,
he loses his Irre-

sistible Blows salient divine ability.

The save DC for his Life Drain salient

divine ability is reduced by 1,

* At Divine Rank 3, he loses his Life

Drain salient divine ability.

* At Divine Rank 2. he loses bis Divine

Blast salient divine ability.

* At Divine Rank 1, he loses his Divine

Monk salient divine ability,

At Divine Rank o, Erivatius now misses

on attack roll and saving throw results

of a natural 1. He loses immunity to

electricity cold, acid, disease, poison,

stunning, sleep, paralysis, death effects,

and disintegration. His damage reduc-

tion is reduced to 10/cpic. He loses his

Divine Recall salient divine ability. He

is now^ subject to death from massive

damage. He loses his divine senses spe-

cial quality, and now has normal mor-

tal senses. He loses his divine aura. He

loses the ability to spontaneously east

cleric spells. He loses his communica-

tion and travel powers as well

Divine Aura (E Erivatius' mere pres-

ence deeply affects mortals. His divine

aura is a mind-affecting emanation with a

radius 0F30 ft.A DC 23 Will save resists (he

effects ofhis aurx Any mortal that success-

fully saves is immune to the powxr of bis

aura for one day Once affected by an aura

power, creatures remain affected its tong

SO tJUNGEON JUNE 2005



as they remain within rhe aura
1

* radius.

He can make his worshipers or lawful evil

targets immune to his aura as a free action.

Hrivatius can choose from the following

aura effects each round as a free action:

Ddzc: Affected beings just stare at

Ervvatius in fascination. They an defend

themselves but can take no actions.

Fright Affected beings become shaken

and suffer a -2 morale penalty on attack

rolls, saves, and checks. The merest

glance or gesture from him makes them

frightened, and they flee as quickly as

they can, although they can choose the

path of I heir flight.

Etooh'f: Allies of Erivalius receive a +4

morale bonus on attack rolls, saves, and

checks, while his foes receive a -4 morale

penalty on attack rolls, saves, and checks.

Divine Senses; Ermtius' senses extend

to a range of one mile per divine rank.

SCALING THE ADVENTURE
"Quicksilver Hourglass

1

' is designed for

Four jothdevel characters, but it can be

modified Tor epic-level parties ofdifferent

levels by adjusting the levels of all classed

NPCs on a one-for-one basis with party

level. You should abo make the following

adjustments:

* Adjust the number of crawling heads

[Portal Cavern) and glooms (encoun-

ter area Mi) an a one-forrone basis

with the party level.

Adjust the advancement of the mantis

and hlackstone giganl by 4 HO for each

level of the party above or below 30th.

- Adjust Voursuol by one virtual age cat-

egory (3 HD) for every 2 levels of the

party above or below 30th level.

* Adjust Erivatius by one divine rank

for every 3 levels of the party above

or below 30th level. Alternately, adjust

his deric level by five (to a maximum
of aoth level) m place of a single divine

rank change.

Non-Epic characters: For a loth-Jevel

party, adjust the adventure's encounters

as follows:

Remove the skkstone from the Portal

Cavern. Remove the sphere of ruined

bodies from the Nexus Tetrahedron.

Once per week, as a standard action he

can perceive everything within the Quick-

silver Hourglass for up to 0fit hour.

Em mortality: Erivatius cannot die from

natural causes. He does not age, need to

cat, sleep, or breathe. He is not subject to

death from massive damage.

Travel: Erivatius can use greater IfRe-

port at will, at caster level 20th except

that he can transport only himselfand

up to icq pounds of objects per divine

rank. Of course, this ability docs not

function in the Quicksilver Hourglass

due to the timevoid's separation from

the Astral Pla ne. M

Anson Goraiya doesn't care how over-used

if ts; lie s\it\ wishes lie hfld been nHouwd to

use (hr hdfdragon template in "QpictofTwr

Hourglass This is hisjirsl adventure lo be

published in Dungeon.

* Reduce Baucojin and the monks of

Erivatius by io levels.

* Reduce Huersefful to a sorcerer

15/archmage 2, Ivirere to a fighter

12/duebst 7, and Besbejaer to a

cleric i 9 ..

* Replace the advanced barbed dev-

ils with horned devils* the advanced

hlackstone gigant with a greater stone

golem, and the advanced ma ruts with

standard m a ruts,

Make Voursuot a half-fiend very old

black dragon.

* Make Envatius a barbed devil monk 20.

Other suggested ch anges for th e other

powerful monsters are listed below:

Epic monster Replace with

Crawling head Fiendish troll

barbarian 5

Gloom Human wereret

monk 13

Shoo I i a n Human wererat

rogue 4/fightcr 4
/duelist 10

Uvuudaum 26-HD bebelith

demon

Rhane Ghost haff-fiend

stone giant sorcerer 10

Don't forget to modify treasure and

MFC gear appropriately!
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Krynn. New prestige classes, spell*, magical item*,

and holy aniFacLs are described wnhm

DragODLffncc
Spectre of
Sorrows
Publisher

Sovereign Press

Game System:

dZO
Continuing she

Moty begun m
Key erf Dciliily,

Spfitic of SorrpWi

(i -i Dr^gonlance

advenlure set in

ihe Age oF Modal*
after the War of

Souls. Tbi.

1 villains of the story acc reve.il--d and
yomi: qut.'iE'twii art- .mswc -J. even a* the grLaSer

mystery deeprns and a new 1

1

: j| to all flf Krynn

i* ex posed ! tpertra uf5ont>w*cjn be pUytd j* prirt

of (he overall Age of Mcmal* carnpAigD or n-cmJ

hy itself It i* written by Christopher Coyle using

a *r&ry coated with author Margaret Wv and
irklodc* new Ipell 1 -nagical Items, ar%d creatures,r

Tekumd
Empire of ihe
Petal rhmrre
Hardcover RPG
Publisher!

Guardtan* ofOrder
Game System: fri Slat

Tekumel b (he oldest

licensed prop.Tfy in

(be advert-.. U gam mg
mefustry. lV-t publlfwd
by T%K in 1973 . Barit?r

h*h dLvaled over fifty yv in lo cn-jimg thf Trkyrpel

unb - developing ri imo a v vid *StnCe ran' ^

M iti m' vftth nch birkground* jnd uTnq ..*
1 Cultural

idendfi?*. The rtXe nikbook will fatrodi . cl- ptayera

to tl-.c land, ht^Ory, and inhabitant* ol Tehumel r

^iid give (be GM the looh needed Eo develop and

ram epic campaigns nr iiny : ' -dventures . Tekumel n

part of the popular Trivial Compatible game Nne.

which fcatuies ea*y-(jofeam / m-.- mechaniei, quk,l

combat action, and an (Jd^-nswe player fiftwoik,

CHECK OUT OUR PRICES AT PAIZO.COM



ADVERTISEMENT

Dreaming Cities
Urban Fantasy RPG
PyWbheK
Cu^iini of OdiT
Game System; Tri-Stal

Introducing i ie ultima Ie u rban

fantasy Kcn'r jr.fl

book hr.iluni r int .~i>:.-ub-

Tri-Staf 5y:tpm. Ancient pxJ*
jr-d modern myths rub -hou! :ljv in nightclub''

ghnvs Jnd gpblifit ride the i.u::«jy, and liie fclne 1
.

Jre i*ady n Kk jrtd roll T fhn hirfiCorf*

feiiuA^ complete rule- id* playing md ^ann-

mailenng urban fantasy bum, an informative-

guide Eu ihe genre, a nd ih ree ongwsji srttmgi lhai

range in scope irom the darkly comedic lives ol

Ehe her folk, to the magical rhymes Lind fa3sl« qtf

mjr childhood. ! 1

1

Else epic conflict between gothic

Earth and thtf U- rid of Nny.hrjn.nei, An H^ellent

resouftre fo* play**!* and an esssiitu! guide for

Came MjJIrrs.

Monster
Encyclopaedia II * The
Dark Bestiary
Publisher,

Mongoose Publishing

Game Sysifm: dJO
Since their IfKeptlCm Sis an

element of fjnUvy gaming,

TTuJn '£•:
i lirise become liflie

mo than art nbsli > ir h v rti uveimrime.

twn iru^L- v. el ’ihoui; >' o-, 1 irtOryQm wiih a

complex bycl ou.-d, story and motivation , re,

when ail is '-aid .• :c don* put tbfir to lie defraud,

m the pbv -: ch ji .: ctflps pt (heir itxpgnrnce

and fcSum horn a fev. levels rkhci. A-tumr^

F-f Hi l n. ffcric BrVrtuy If the second
m Ihii n «nrj d. tl^find lu put tfo lijllenge

bJKi( h'lCU fhr nn -ifEiT-. y0>„ ir.i.-et, Everything in

Ehr k Mi ii'j.
1

;, i . evil, so don't go in

*petting TO f n<j anyi- in.-: nice in-J furry that you

l : p tike iom-- to .
i

.

yi ui firnity]

Jeremiah RPC
Hardcover
Publish e-r:

MOfl£O0« Publishing

Game System" GCL
from Ehe award-winning

pirn of j Michael Stratzynski

comes Jeremiah, a dark

tare of life and survival In a

Unifying poilapocalypcc

nijjhtmanr Utilising rhe Open Gaming Lh vnurH

lh iv e^ei i mg foleplaysn? x-m re deuitj [he charades
and rich background or' s ne cntkaUy acclaimed

idcvhhjn wnts, The Ji ^mkih RuiVpfflyrr^ Game
include all the rdev and nthc* information

needed Lo play in Ihis gritty wi = Hd.

Conan Aquilonia
Hardcover
Pobltihtn

M*ng&i>4e Ph Wfshlm:
Game Sysiern; OGt
Aquiiom.i The political

situation is rife v> th

intrigue. murder and

honor, and could

be thr selling fcr untold

campaign, , Fpom Eht

P ;>i. r;dor of iFc Capiuil, TaranEia, io the

nu. 1 1

r i.m Ljinl iy t^'ihc Tauran and Ehc brooding

noble1
, ui" I'uitain, lh > ^oo’-p.i^e soun.eb<x]S( for

Ci'n4o ihr Koleplaying Game details H^borui's

gjcjEesi krngdum, Aqu.ionia, the FEower of the

V- :, destined in ?,<-e fuled over by (lie mighty

Conan himsdfl Just borause somr Mem^Lin
soii-c bypcJ ti|i Conan to be ihe gn,uTesi hero of
the dim l kt ihat stop your pLaytn from being

.;neater E^tthc Hybonan Age live and nevrr fcl it

sr jgnitE. We an- the kings nf Ehe wdd EOnight!

CONAN

M a/c of lbil

Minotaur
PublEiher HehentoihJ
Game Sy^Eem: d20
Hk- second boil, jn the

M ’ n and Minrans : hers

foci • •• on rhe MinoLaur,

its ecoflogy, society, and
rules ft)t playing .LS mgnsler

cfunctm. Play rhe

duboilcal bull brd nr the

tunning maie tpajpe. Includes full alalv for .]
n-".y

modJEers, MFCs for each Crealurc wth detailed

background and adventure hooks, and mote
genetic NPCs ol rjeh face charted far levels 1 - lo,

PiiichaEc uT thr booSt entities yiKi to fict related

dtftvnlo.ids including a mavsiwly hyperiinkttd PDF
KffUin H al VIm can cur and paste and imlantly

liniV io mlri

Iron KingcJoin Full
McEal Fantasy World
Guide Hardcover
Publisher Privateer Press

Game System- d2G
j l-efron Kji^dun: \

J
tforid Quidt

covers all uf die nece^ary

information needed io ih-^li

Owe the Campaign i\^tdd

‘ f western Immoren Learn ,ibout ihe varrnuf

kn^dums ofCygn.tr, Cfyn, \v,, Khiidor, LkH r Ord,

Ihe Prme« t w.ile ol MenCrth. and Rhul r with e nf

for es ury city on the mjp. Find out who Ihe m uv l^l

and ihakefsaje with hundreds of N PC listings, and
esiplnrc I mmi.ni rn k history, commerce, tndufljiev,

poHlks, tnd oiher es*eriri*J>. Thk lUggehng new
j yy thenprrsvian: “F«n hkul F.imaiyr

Ger *hei ^u>de if yn>u wm fft inveMi^ate llue far

re-Klies and ijp nearly anywhen on tht map m
yotiT Emn Kingdoms campai^n.

Mon in Couh^
A re a n.i Evolved
Pubfliher. White Wolf
Ginse Sysw m: OCt
Vvlv.ti the long abiem

return ?0 wiBi ffocn

Ei
1^ TJnE'. ihe tend they Ortce

LViled, Monti Go6k's Aruna
UrK-'ithed t. 1 —;• a hu| - ''-.ip

fapward—to an entirely new
edition j'd Fide, ITiis new

v,irram pljn,iY
J

j handbook Iylho jrd Fdilu n co-

di-'igner Mnme C> ^ tlkr. everything that !^ns oT

EhouiAthJi find about Aitam Ifneirthed. pwmv
it in a delu>w full-Color formal then adds a vast

amount of aJkiew materialE This book integratrt

.ind mk the contents of Monte took
r

s Airana,

Unearthrd. Tlir DUmond Thmne, and Ak"jn,i

UnL-auhrd Scrvf 1 1 uid Piter's Gukk1
^ Dhcosrr

W. PC i-aer. like tht- dra>v .nlike Dixha, cl like

the riiual warrior, .tr.inmm -ill fKe-, new
champion and tOEem wamkir type 1

., and cfoiTrti ck

new >pell-., ip-ij feats, mAhdnlatiOfts

equipment, jnd mote,

BltimJlmcy"
The Hidden
Publisher White Wolf
Came System:

Storyteller System
fi’O'jf/ni ; TFyf Hfddfrt h

the^n in a new Vampsrr

ieriL". liiat fdCuveS Or- dv
rcfRuemenEx and abuses

uc undejd blood. Diav. n

hoc-. Ihr ihadgns are la

WocsJliri^ from all fcvc

darr Hneagc\ Lhii diverge - rtirn iH clans and n-.ai

have licdka'ed (he \ f
> - Li) kevpiiis ihi- r rM^nce

Mxret. Or id lurlchn^, on tJv ed|fi Lrf discwwy,

devising iIil--* own mscmlabk mjdiTnarriort‘. And
now you cm play them. Nandccwct,

MjndsEyeTheatre

Mind's Eye Theatre
(Core Rufehook)
Publkhi r Whii«Woif
Game Synem; Siorytdling SySEem
jMind"i E>r 7^ - tftrrjilvft you everything phytn Jnd

Storytdlen ner-J topf-v, a live^Oisfo -.rt in

li d- World of Darkne -k From 34M tmg nwlenjl *nd
far playing; mortal A' r ideis Eo SloryldHng

advice a- d an innovaEive chjllenj*e m- olutifn

j
.r- ri- i hii botr'is l h l- comcn-tone i I .i toEal^

new live- .. 'Ii.irt tspL-ricnce, Enter th*- ihealie of

E e rrti- .i nd k-iffl Ehf Sc<tLTS of tlu* ni^it T#3(fe-

i.-fi" ard l4rda>vcf.

EverQueSt 11

RPCrSpell
Guide
Publisher:

White wolf
Game System! OCl
t \ .:hi - eo character

ck-.- - in tM-rQuesl

1 1 PIj . e i Guide
hive distinct nuipc

ppr-.i-!'.

1 ht'i r jti injury

Iprill .indpowi n 1 Hl :

they require tKeir own IW en^--! Tew l. .-

especial ly with the FQN I 'G- bv i tuHy ' Ou

compatible wilh Op<. n Gantry, rtwleo-iil , :e 1 i
*

kjoo + spells of this bookl 1 larder

Werewolf, The
Forsaken
Publisher;

White Wolf
Ga me System

:

Storytelling Syslem
l\tnmo<r T?!^ fboirlflr-

the game of beitliF iHoleoCe

and supernatural tenor- n

the ecoetd coie selling

SoufLcbcioV intended for

use with Whir.? W^it-Pj mr-v i>wl lm>; SylTenri.

WtiewoJvtt Jr tTfai ofinljjjiatl -n, ulnu'd by

anceslral crirr: > and! :lnven EO huru by Ehf ^iyme
of bcins abandoned TtiisbOrA deuils wl i-«

r
i! ii EO

one o' the Tribes <<f the Moon. C t

:

!

. fc[e

werewol' pock and redwrlptfan :ir

ySHJi nature. H.ifdcwet. For u>e

WcnIlI - if Darkt^-i Ru'i+i’-. k.

Hunting
Ground:
The
Rockies
Publisher

While Wolf
Game
System

:

Slorytalling

System

tt.fi

The

affi

Ihe O.l5urad0

Pu£n <y MountJim r- j setllr, for We*emolft

T>‘i- Forsaken., Tfiiv bonit copies co^ipk-Se w^Lh

characters, background infofmaEiott and huge

numberf of pfol lii w'iks-, .L-, Vt*ll ,i J IOflg foaK Jl

ihe spsntsvape oi the Pl.iy shruu^h the

sample slory pfoviderl or any of hundreds mats
possible. iMakr: ihF. I Jrtd . i ^ur own H-inJcuveT.

CHECK OUT OUR PRICES AT PAlZO.COM



Sgycrsfi CCC
uT th c Dulk’t
Publisher; AEG
Booster Display

(43 Boosters!

Booster RarK-

Suner Display

{8 Decks)
5l*rTcr Deck; (60 Cards)

Sr I Swe; Appro* i6d card* decks (four

difft icfic Factions). March 20 Is a momentous
day, [hough the world at large *? unaware of it

liiip.irMrKf. Uch on this. day. a dlM-Tcet

p*^t. .
• ti ie an i^-uftkJemiy

.l-.Vi'.Mn --J ,i;si? ! mairtlnri I>n- sigrmure

bul -i.t and 0 "'ii'" name , By d,i\«n on March s 1
,

thr p>, :-un named m (be package bdead, In ihc

Inte’ligi-^r.- wor f M-ucb 30 is known a-- the

Payot 'he ii jI i md ilm rnyMenOLis contrador

! (T. il to only "The Tri^iTrun. * Mo one
knov, -. 1 1 id Ti ...•iiT-in 1. o« ..m 1

, or mother until

nmv fy n sh- r.i
, v eh i »-.i > n j.h- truth behind ihc

I iggen-. m K
jr-il -i iPiyi^iiLnj^ mtentHini for tflC

•€ erre The [ruth will ‘haLtrr all de«pttofl F

shred a l duplkrty, and Gy Km- one of (hr mo\:

fearsome retrrta in the Spfc.itt CCG hhuiry!

Day

a
Teen Titans CCG
Publisher Banda

i

Booster Display

(24 BwtmJ
B«mer Pick: (9 Ord?)
Stan«r Display (6 Decks)

Sorter Deck: (E»C*rdf)
fi ^tiling "W tra(K r fustier. md
thL ;

' 'lev nfpisal n*« j 1. .-
1

1

Tl.iiiv iUsbEn,, Cyborg, SlaHm-

Beast buy, and Hawn—have dedicated their lives

nr Et-lr.itifi i_-. _l in all IE* fanns. But their er-ernies

mjrtv. .m.. j I {Km. has BtOkfn lo®C- In

I he 1 -vi r.Tirn 1
. C-'4.

J Gumr, a mysfcffoul

forte h.i . uk.-ri ove- Lh? upcettinj

I he wori " natural hi la nee In the confoinm,

villains sometimes light villains, and THAI Ighl

Titans I E^cb player must taxe control of a team
of fighter* in order to icium peaa- ,ind balance w
|lii? shattered universe! Each 2 Flayer Starter Sei

LOfru-n with 60 t-vds, a two-sided playmat, and

complete 1 r.tf iJCtiem?.. Thry are offered In b-egunt

dnp&y*. Suprkrnienr foot- d«l? mrh ^ard
ttfKV.Vn. p |L ked in 3 ^-COUfiE dj?pGyi

Lord of the Rings CCG Rlaek Rider
Publisher. Decipher

Booster Display (36 Boosters}

Booster Pack: (13 Cards)

Stance Display fl 2 Decks)

Stance De<k: E^3 Cards)
' fhe Min.’ 1 abnvi i\n..

M
Whai, bf'Ran in

Shadows e piii ih.’i.! nid enhanced in tta
1 ne^r

Warnfth< block e*panstonr Bfotk Nidtt. I’he

*. Itatuivv . scnfi.il reorintsfrewn the Felknvihip

block* enhanced ^ralcgtcS using the MuSSer,

Luikcr. Ti>*l
p
an.. Rrsistanre keywords>„ and a ho«t

of i\m compamuni nd reiniom to invigorate and

Intr-n >1 fy ^arnepb-. Two differ?nt playable j 1 d

vijoer tleti^t fhcj facd » .irds plw ^. -$ 1 jnckim rarc^

fc.i-uuv '.tri^r-irdy vcrvionj or' Sanjmjn and rhe

MLsulh of Slinrui. TI- •
1 i -card bewL^r pocks

conraiii 1 r.ne, J uryiunrniin, and 7 common
cards. A Legends ur Li/gcnd ftiistei'wcirkl foil

a rare cani in appnnsmaEdy one irt vcven

bA^ler packs.

Star Trek CCG
Strange New
Worlds
Publlaher Dedpher
Booster Display

(3Q Booster?)

Booster f^ck:

(11C*ycH3

lire ferengi arrive to

5ctnnd Edition I Wilh
( hts long: .nvarted a nd 1 ifom ErouWcni wne afi *lia I

n -n

come many new optitin 1
. and strategic' (I me. will

enliven gimepJay .ind L-^cilr -crfL-cl ort.

firran^e IMclv Weirds n^fer? up an n,:i ‘.

r

j
1

SLih-cirjrb’.^ unlijbv; JodrO'Ji jmd hhl-. iun

personnel plus ihr cla\\i. ^.unepLiy [HAyeri li-wfi

(Ljirte EO fieCt JffOiT". Slur frri. CCC Second
Edition N^'.

~
hMr* in vrUs will ctiEice b* ifh t h

i.**\ ’‘c! 1 rand pl.iver invuu
The lizard bnOMet pack^ tonEain 1 «are 3

uncommon* and 7 common cards. A fin] Irorn the

1 Arp hrv%-‘ mil ^m- rt replaces a urr ca=d

In apprtssikmjteiy om* in vEj^ie boosEcr’i A
fad fn.rn (hf a-canr “Artlih. Poetrails" fa*l MjblH’l

a nrt in JpprElMmjErlyeift? In 70 boovici

P-iCk? ( 170).

Call of QhuKhu
CCG Forbidden
Relics
Publisher.

Fantasy Flight

Games
Booster Dfcpfry

(MBOOllnrsj
Boos Err Pack"

(1 1 Cards)

Fantaisy ! li^hl C,imrt Is pmuti Eo announce ilk-

second expunskwi r the Call of Cthulhu CCG.
FnrhJiSdert ti- ' . Rsivcffial foicr? gather, each vying

fo# Jiflifiai rhji i'l ill dti’n'T rmpiv.vcF or dch n ihe

Mythw. with over tHjoncivCArds i fc .-hicfiJe^

1 iv and i-viitiilg me. -OJiHrs *iih

unpr.;. . drfrilrd pi'v."i'i lm’i.’l!

A Game of Thrones CCG Valyrian
Edition Premium Starter
Publisher: Fantasy Mifiht Games
KiA "km Ed'rlJi'jn Prerruum provide a great

slartinj-. piflnt for up Eli twii' piiyrrs in the Game of

Throne* CCG. This i.uter inclutfcs two declts,

10 branil i^lt- carij.-. and repnntsofsome powL-nut

rare cards from past rets. P' ijyi-i s m?w and o!d alike

will not want to miss e hi? l haixe!

Iiiuyasha Jaki
Publisher. Score

Entnt>Hiniefit

Boos-ter Display

(12 packs)

Booster l*ack: (TO cards)

Th - lnuyi.ru TCC. a

Second expand ^Tm~
Hckrl In Chi«: Trading Card

G.imc pEaver-, btnW
fown a pm "I v( 1 ant 1 j»-d

pUy thf in .mi- y c.i.:h o'Vr eo rench vkl^iry Thr,

P,£.dr - turn: 1
Irt e.n h E^OtMcd jrtuj.i^h TCG

dirm ;!y nut .ifW'i r prel •

Anachronism:
No rse/J a pariese
Beowu If/Mushash i

Starter
Publisher: TrlKihg Games
MiyJmOEO MuShlihE. lire

wewf-d'S greaEesE sartittral

venui bcOwulf Ehir Nntse

King—who would win if

they could face each oth -r

in arena combat? Introducing AmKhrtwirwr,

Ttie Greatest Qumc In History, that Ms you pa
hbiom wimcrv against one another, usln^ their

m\quc ^LJSj., Armaments and insp-rasionj, Who
h rbe greah’jt wamor of Ehem .«H? Play Eh«

paced COl'eCEfole card .'H1( h aght to you by
Ti : Mi JUry Chjrrrrel and TrlKin^ Games to (ind

out. Thi" itaTT' r Game indudi.-.: plav mat, dice,

irstnjcliom am! 3 historic wartfai*— BeowiilfJ

a nd Mi" . -rT olo Mustiafhi—evt rythhi^i yuu need
st.in to play Ar .. hv = m. Orn - vitu^T maslrred

u-..ini.’ ;’!.iy, i il'ii < .iddFliu .iJ vJ .itrior pads and
<Li.il- othrr EO a h •

.1 : ch in (hr= combai
inriu. tou um rv'en mis wirrfof ch.i raCtcrolii3,

imuments jud miplr,ttkini to Create the greatest

wsTiiOr of al l limeP

Shaman King
Re in carnal ton
Booster Display (24 Pack i.s

booster Pack: (lOCirtif}

Starter Display {6 Decks)
Slirtcr Deck f&3 Cards)
T|ie Spirits are restless; they

call fur you The Shaman
Emum i 'icnt h i- come, arc you ready to fotn (he

Eight lor ihe fit of Shaman KIiir? Engage in o«e-
orn 1 ne combat with Yoh, Amid. 11 um, aiul all (he

character-' of SKi man Khnp ji you play ihe-mvrfir.g

m i1
. card gimi Lbji eh.iknge^ you to master she

tpi ni world and became (he Shjmao Kiogl

DC TCC: Green
Lantern Corp
Booster Display
Publisher Upper Deck
booster Display (24 booster?)

booster Pick: (14 Card?!

For millennia, |he forte? of evd

baye feared the Giten UnEen".

Corps. The Guardians of the

Unl^ere luVr E;i-.ked the Corps to brinf Oder
to a chautK: galaxy* and they falfifl I lieu mbsion
v."irh unwavrring loy-Tltyand willpowtf. adding
the motf pott-nE ht-ipon^ r-er dr*. :-.ed, the

Green taritecu Cmp* fiJh !ne dartr-.i timers of

the universe with the fifth t of ,.'i mi <-. Bulk! you* J

deck around Ehe v.i'ii^t uiruiher. id i,hc Green
Ijulefn Ce^pi nr she .maMi-r ('orrc- of the Anti-

X-GlTet LrntvTrsf. Uestuiy hi 1 minify with Ehe

ManhufiEL'is lt brlr.j^ ;he .j.iJ-wyio its Lnem with

the Em^r.>L 5 Encini'r II-- fat* of the ynivene is 1

in your hands!

xSfrg*
Vu-Gi-Ob! Dark
RcveFation Uuoslur
Publlsherr Upper Drfk
bcMjvter DUplay:

(24 B^isten)
boenter Pack: (9 Cards)

L u ll S\* Gl OhJ Oari. ftrvnlffjions Booster Bo*

CorttainS u irds per pack. Dork ffevTckhnn &
itprinl sei desigm’d lo hdp DueiisEs collect hard*

Ev ^lL and Out<il- print t.irds. Perfect for Dm'fob
erFtrrin:. the w(?rld of Yli-CkOk! Tradm..; Card
C. vne jod i-e(udi-s <jref? with improved l !,xrifk d

Ei-ri. Dti/k ^oyLrEi.in jdw COrttaln? <jrd:. for exp#*
DueHsbwIih *eKEfi'- |tlvep I novvl.rdgr Ol rh-j ,;

im %

Iririudud in each pack h a Play.T Tip rd th,JE will

livip [luelisls t-xpirtd Ebeir Yu- diOhl Trading

C dl Game knowledge. An all-around of Ia
pnxJiicT lhaE will surely be artoflher st.iT addnkjn m
the Yii-Gi-Ohl Trading Card Came sr r «

CHECK OUT OUR PRICES AT PAIZO.COM



BOARi5f§AMESi
ADVERTISEMENT

Ticket to
ttitie r ii rope
Pufcliihcr Days of

Wonder
Player* ufci.- j train

nde to (he great

tiTitt of lUrtH^
thc-century Europe.

More thm just a

new map, liciref

;> fljdt: Europe features brand new $am* play

elements including Tunnels, Femes, and Tram

Stations, pruf ih^y've upgraded you to Fim~Cli*s

jccammGdaEhons with lai-gc-r cardi, n^w train

Station game pieCcs, and a lavishly Illustrated

game board

Bone Appetite
Publisher Mayfair

Games
You and your friend*

have been invited io

dme with rhr gijnt |u

bis- residence. It srtmi

that he haa planned a party for all the dans of the

woods, fcvery monster who is any monster wi It be

there—The Witches, The Dryads, the Ones, Trolls,

the togheads, and the Goblin*. Unfortunately,

the glam has decided ro place hft gu«ts upr:i the

menu See if you and yGuT kind Can survive (ill the

giant It full

players, Ages S* Playing lime ao-^O

minutes.

Reiner
Knma*s
ingentCHis
Pwhhther
Fantasy Flight

Games
That's ingentotii!

tog^njuus ts the new
abstract placement

#in« from

interna t tonally r

-Gowned fiame designer, Reiner Krwna. Players

place Colored tiles on the hexagonal board, scoring

points* blocking opponents' life placeman t,

and trying to protect rhemselvL-s ffom bring

blocked by their nfipoctmte, Marvelous^ • U r.mt

and compulsively replayabk, lrij:*nl0U* li an

excellent introduction ro Germ^-stylc abslract

buJrd games It'S ingeniously simple, and simply

ingeniousl Ingcrwus it suitable for up Lo four

pliycrt. as well as for solo play.

Arkham Horror
Publish^ Fantasy

Flight Game*
The town of AfkFiujm,

MaviJchuvftls is In

a panic. Honilic and
bfrane events hare

beeun to occur with increasing frequency— all

Seeming 10 point toward some cataclysmic

event Fn ihe near future. Only one small band

of investigators can save Ark ham from the Great

Old Ones and destiuctsonl Atkham Horror was
originally publfth-d by Chaosium, Inc. .ilmost

two decadei ago. Thu nev\ Updated edition

features Stunning i'eiv zj'v-t - and j^aphicaf

design as well a revised a id e^ -anded rules from

the game's orignal creator. Richard Liunius! No
fan of ihc Cihulhu mytho* will want ro miss rhi\

opportuohty lo acquire this classic Call of Cthulhu
board game!

Runtbound;
1 1 land of
Drftod
Publisher Fantasy

flight Games
Explore ihe

uncharted hlands
of the wodd of

Runebound and

piece together ihe

kJ*E map to the

fabled Island of Dread! Utottd of Preqd featurei a.

gorgeous new board overlaythat treacesa completely

new game environment, The expansion Set also

features 1 3 6 new cards, including new characters,

encounters, challenges, event! and equipment, as

writ as new rules for ships that characters can hire

to transport them among the Mattered islands of

ihe dangerous seas in their qt*est to find :hr hland

c/ Dread and win the game,
Wend of Dread Is an expansion fot Rtinebound,

Ihe fantasy adventure board game. You need to

Own the Runebound basic game to play.

Star Wilts
Risk Cfpne
Wans Editing
Publisher

Milton Bradley

A year has passed

since the star!, or"

ihc Clone YYars

on Georosii. The Galactic Republic has *Enee

become engulfed id alhout warfare agarnrf

the Confederacy of Independent Systems. The
effects ofthis galaxy-wide struggle have been felt

in every facet of I he Republic. Take command
of the Repubkc *Clpne Trooper" Army or lead

She Separatists m iheir universal conquest to

topple the Old Republic as player* wage wat

on numerous plandary battlegrounds in the

galaxy's most unfh ttMUbk conflict in this

exciting RliK variant.

Kitty Chaos
Publisher

Playroom
EflMlimfrt
The "Car-

asl ephk Gam#
of Quick escaped

Run Kitty Run 1

In ICj'ttv lTwos,

four kilims have

made a daring

escape from the dutch** of the *vd City Pound,

which snatch** tire felmes from their owners and
* ! them to the fatal fur trade- Fiow ihey mti^l

m-i^^ rheirway hack through the suburban street*

to iTktt loving owrvert. Unfortunately, their trek

h troubled with danger: from vicious does to

malicious Sc&ds, these furry frffines iwve a chaotic

adventure m Front of them, as the pound uan

dru n"E .- r.>? up at* fhas< a*urt& Hse way. Your -nb A
to j!.^t ynur kiitv hack to Hi correct <iwner. Lucidly,

you h.rve nine liva to hdp you ihere^SO be

the fir*! pl.ryer to reach your ownc's home iind

wi n the g.i me! For a-q Pfayen. Ages i o to Ad ulL

Gontenlsj ^7 Playing Card\ C.amL- board, 4 Cat

pawns, l Pound Van pawn, 40 Ufr Fokem. 6-

sided die and losiroctiuns in English, Spanish,

Frenc h 6 Germjn,

Shadow of the Empemr
Publisher; Rio Grande Gaines
Geimmy in the late middle

age ! It is 4 time of riourfshing

cities. Influential Wiihnp>.

the powerful popes* and j

pompons aristocracy, In Such

a volatile cirmale, no dynasty

can remain in power for long.

Several imronatk families seek

*to acquire the <rqwn of the

einpi^rpi1

. Rut this (fac&nn IfvS in the hands of the

seven electofi. ia frnperi>r tmdidaces use their

knighti and cities, rruiny their h-iTons, and work

to influence the elector*. But .ill rfforti are u -dess

if the candidate is not dedod Ralf Burkert 1-4
player*, ages Tit Playing time: 90 minute-

iMil NiOL S
* *

/Irkh.nu Hrtmir

m

*.M

rk on
after

* hrowi

alt the

SPANC
(Spcice Pirate
Amazon
Ninja
Catglris)
Publisher. Sieve

Jackson Game*
SPANC them AH
Life is good when
you're a Space

PiratL- Amiran
hJtnjj Galgirl. Enjoy

a life of larceny

and mayhem ^
you embark
One Ca pe

another. Defeat every challenge the galav,

ar you. from the Friendly Guard Puppies

way to the Fiendish Death Trap. Pfck up Toys

(and the occasional Foolboy grab more Fame

than anyone dse, and Watch yo«r Ufl .
-

. bKatUfi

the other catgirl^, want whal v >u vegotl Lovfogly

illustrated by Phil F. «j^Ikj, SPANG - a Ust-pACed

card gdme of space ptratn jm.^orts ninja, and
catgirls. All at once. iafl full-cotor nversized cards,

o-untet\ rulethrei jnd diee In j 6" n hot.

Saboteur
Fublliber

Z-Man (rfTilW

You are dware^
digging for ^rrid

m the depths

of 3 mine when
SUddu-nly the puk-

j*e break and

the Unlein grt*

ouL Th-.
1 saboteur

has ctrutk again!

But who the

uboteiur. and will

he (or (Jicylj utvp

you from reaching the treasure? If you succeed,

gold aivalts ycRi. Ifycw don'L then |he spoils ga

to dW victOT WhMvft hji ihe mcui ^old nuj^'-rts

after three rounds the wlnnc-F. A j-to pMy*«

parhdaying c^rd game where each player has a role

and no one know* fr Sure what that role that h r

Playing time: 3.0 minuies.

Santiago
l
bubhiber
?.-man Games
The waret Hows
where ihc money
does! Some
kilometers west,

of the African

mainland lu» the

Cape Verde Island of Sinriago. Th- ellmj! u lw
and nery drop 1 water & prerinuS. Every pUyct

buys at auction certain planiflEfuEti {jpoUEoet

beans, paprika, bananas, and sug.i ane) and Lrid

lo contwjct these to others tn ordtr to urut* and

enbrge their holding. PlaotJftjoiVi. inu^r quickly

CimrVtted to ll» J CAruS m1 SEtOn , *.ll‘-iT1 -.3

tr--i: lbe> do not dry up comp: -rely arsd r.- -i to

pf.duci" Any yield. Bnb« to the Cmal Ovee^SJ are

necessary, In order to in ‘-unr that lin; canal syrtCrr*

canrrects to your own plan -

<> ; urns, ITie sooner that

a plantation ft irrigated and connected lo other

plarvyttorrt of the sanur type, tFir more y^d .rod

thus the more morsey that wiE| begain&d at the end

of the game, The one who wins will be Ihe one
who most skillfully acquires pfamjHioni, Jm^Jtd
then% and connects ihcm 10 Wnrtisc plamatiorLS

of the same type. A 3-5 player game of neiemmliOn,

bidding, tilHaying, and much player interaction,

PLlyUiv: time I hour. Components: t Game board,

tltl wvoden yield markers, 45 plantation fife, jo
v - -Oden canalli, 150 Bank fwtei, 1 Canal Oveivtvr

1 71 1 VC pnlm trert^ 1 wdfflJm well rtuAer, and an

d-yu/e color ndetK vk.
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DESIGNING THE CAMPAIGN
AROUND THE CHARACTERS [PART 3}

0 BY MONTE COOK
,

0 BY KYLE HUNTER.

t
f you assume that in the movie

Star Wars, Luke Skywalkcr is the

Player Character, you see that

the "campaign'" really isn't centered

around him. He's at the center of the

story, ofcourse, and some ofit even ties

into his backstory, but truthfully, he

was just a guy in the right place at the

right time. In Ifte Empire Strikes Back

,

however, we see things change. Now the

"campaign" is based specifically around

him, with Dart h Vader being his father

and specifically looking to turn him to

the dark side.

Both arc fine films and either

approach would make for a wonderful

role playing campaign. In this Dungeon-

craft installment, however, I thought

I'd address The Empire Strikes Back style

of campaign design. In other words, a

campaign designed (at least in part),

around the PCs.

A CHARACTER-CENTHIC
CAMPAIGN
There's nothing wrong with having a

campaign where the characters don't

matter. Now, that may sound cold and

heartless, but its true. You can design

a campaign where the PCs might be a

dwarf fighter, an elf wizard and three

human rogues, but it would be essen-

tially no different than if the PCs were

a half ore fighter, a human wizard, a

human cleric, and a ha] fling rogue.

The encounters might go differently,

but the plotlines you set up, the oppo-

nents you create, and the environments

you design all remain the same. And

that's fine.

However, you can also design a cam-

paign fundamental ly altered by wrho the

PCs nire, or even one that only works

with very specific characters involved

For example, you could create a cam-

paign centered around the drew as vil-

lains where the PCs are dtow-haling

elves or those of other races who have

been personally harmed by the drow in

the past. Or, the PCs might represent

the fulfillmem of some ancient proph-

ecy. One PC might be the long-lost heir

to the throne. The PCs could even all

be the results of a magical experiment

gone awry. The village threatened by

the oncoming hobgoblin army might

be the very place one or more PC hails

From. The PCs might all be wizards at

a magical school at the heart of all the

campaign's action.

The advantage to a character- cen-

tric campaign is that the players feel

special, and frankly, it's fun to be

special. The challenges they face are

more immediate,, and the dangers

are heightened because they relate

directly to the PCs, The characters

aren't just outsiders seeking glory or

gold, they're involved. If they fail, the

consequences directly affect them.

The campaign won't feel like every

other run -of- the -mi 11 game that the

players have been in before—it will

be its own, unique experience.

And while I refer to this as a charac-

ter-cert trie campaign, the truth is that

It's only some of the adventures that

arc centered around the characters*

usually, and the adventures have dif-

ferent hooks involving different char-

acters or different aspects ofthe same

character, A wizard character might

seek to enter a special magical organi-

zation, but in order to do so, the secret

headquarters must be found and tests

must be passed. Later, another charac-

ter in the same group learns that her
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adventurer father is missing and the

PCs must track him down and rescue

him from the trouble he's got himself

into. Still Liter, the wizard character's

old master contacts him to warn of

a demon that secretly inhabits the

staff he gave him when he was but

an apprentice. Alter that, yet another

character in the group falls in love

but his impending nuptials might be

ruined when an old foe shows up to

enact revenge. Sprinkle in a few more

straightforward adventures,, and you've

got a character-centric campaign.

The drawbacks to this approach,

of course, are both serious and obvi-

ous. Tf one of the PCs is the secret

heir to the throne, what happens if

that PC dies? Or r taken a step further,

with that PC being at the heart of the

campaign's plotline, are the players

ever going to really believe that he

(or they) are ever in any real danger?

Will their importance to the story' take

away any belief that they might fail?

Special characters are too important

to lose, right?

VERSUS CAMPAIGN CHARACTERS
To make a campaign based around the

PCs, the DM doesn't have to put the

PCs at the heart of the setting. You

can have a character-based campaign

without having a campaign based

around the characters. Tn other words,

the PCs' “spec sal ness" doesn't have to

mean that they are kings, or lords of

prophecy, or the saviors of the world.

Jfone of the PCs is the son of a gam-

bler with unpaid debts so that mon-
eylenders and criminals are after the

character to pay ofFhis father's debts,

the character is “special" in that some

of the adventures surround this fact,

but he really isn't all that special in

terms of the entire setting. While it's

fun to have characters that arc impor-

tant to the entire world they live in

(so-called '"campaign characters'
1

), not

every story is about such people, and

the character-centric campaign could

be designed around these smaller

kinds of stories. Either way, the play-

ers will feel their characters are in

the thick of the action, and that's the

important thing.

As a side note, though, DMs should

be aware that they can also make the

PCs central figures in the campaign

through events or actions, rather than

heredily or destiny. For example, the

DM might create a campaign in which

the PCs have been entrusted with an

ancient secret by a dying sage that

leads them to undertake an impor^

tanl quest. Once the PCs have this

secret, much of the campaign revolves

directly around them—only they can

go on the quest and only they possess

the secret knowledge. Before they

learned the secret, however, there wras

nothing intrinsically special about

the characters.

PLAYER GOALS
Past installments of this column have

discussed (he idea of a player-driven

campaign. In such a campaign, the play-

ers drive at least some of the action by

creating goals for themselves rather

than having quests or missions given

to them by some outside force. This

method of running a campaign meshes

nicely with the idea of centering the

campaign around the players. In Fact,

you really can't have a player-driven

campaign without centering everything

on the PC&
You don't have to let the players sit in

the drivers seat to utilize this idea, how-

ever. You can do it on a smaller scale.

Say one PC's goal is to own his

own home. That's not enough to

drive .1 campaign, but it is enough
to wrap an adventure or two around.

Earning the money needed to buy

or build the home, discovering the

home is haunted, defending the

home from thieves— the possibili-

ties are numerous.

The only trick here is to find out

what the PCs’ goals and desires are, so

Oial as the DM you can give them the

proper hooks to play off of This can

be as simple as just asking the players

for a list of goals. Or. the goals might

develop over the course of the game.

After the PCs defend the forested vile

against invading ores and trolls, they

The Players

Have to Play Along

For a character-centric campaign to

really work, the players must realize

that they need to give the DM mate-

rial to work with. This isnT a chore,,

though—-it's a freedom. When the

players realize that they are free to

have theif character have a past,

to have interests beyond the oe*t

dungeon, to have relationships with

NPCs other than those out Eo kijl

him, it opens up an infinite num-

ber of possibilities. Characters can

fall in loye. They can go into busi-

ness* They can Join organizations.

They can get involved in the com*

munity—perhaps even m politics.

These things are fodder for the

character- centric campaign and

they lead to well-rounded and Inien-

estfng characters that go far beyond

a set or stats and gear.

Players need to provide the DM
with interesting backbones and

possible NPCs related to what they

have done, what they are doing,

and what they plan on doing in the

future. They need to tell the DM
their future goals and what their

character would eventually like to

strive for. They need to be wdling

to interact with NPCs and the world

around them on a personal level. It’s

a responsibility, bid it's also really

fun and very rewarding.

deride they w^ant to live there, set-

ting themselves up as the kingdom's

officially sanctioned (and hopefully

supported) Defenders of the Vale.

Sometimes, player goals come out

when a player designs his character's,

background. Sometimes, they are the

very reason, a FC is in the campaign. For

example, a PC barbarian's background

suggests that he has come to the civi-

lized lands to track down the slavers

that attacked has tribe and kidnapped

some of his people. This is an interest-

ing background, and it s also a poten-

tial adventure hook. Now the DM can

design entire adventures around track*

ing down the slavers, rescuing slaves,

and returning them to the tribe.
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PHn

Chicken or the Egg?

So, what should occur first: the play-

te (heir PCs for the campaign

around, or the DM ere-

ipaign and then requires

5 io create characters within

:
parameters?

is, either is fine. There's

ijng with a DM mandating

aspects of characters or their

background to better fit them into the

campaign. The DM could even go so

Bar as to (ell a player "your character is

the son of a noble,
1

' or "your cha raiders

family was wiped out bysahuagin/Few

players Will rebel against those kinds of

interesting hooks—most players ivorrt to

fit into the setting and campaign you've

developed, And of course* sometimes

the players don
1

! even have to know this

kind of informatron beforehand. The fact

that a characters mother was secretly an

assassin that killed the grand wizard of

She land can be a secret that is revealed

only Wt 1

1

into the campaign.

There's also a (bird option. The DM
creates a basic outline for the campaign^

the players create characters, and as the

game progresses, tbe DM slowly wraps

the campaign around the PCs,

ALL IN THE FAMILY
A PCs mother is a powerful sorceress wilh

powerful enemies. One character's sister

is kidnapped and the PCs arc required

to pcrlbrm a quest for her release, A PCs

crazy old unde dies and leaves the charac-

ter his reputedly haunted manor home in

his will. A PC with mysterious parentage

turns out to he the child of outsider visi-

tors w ho left her beh ind by mistake, These

are alljust some ofthe possible adventure

hooks a DM can use to create an advenlure

or series of adventures around the rela-

tives of one or more PCs.

TheN PCs involved don t have to be blood

relations. Friends, teachers, old military bud-

dies. childhood acquaintances and former

business partners aU work too, as do any pos-

sibly related NPQlThe whole idea is thar the

adventure in question is made more imme-

diate because fbcrc is a direct Connection to

the PCs It’s not just the local farmers who

are plagued by the appearance of ankbegs,

it's a friend or relative of the PCs,

The danger of this approach is over-

use. You don't want the players to think

of their friends and relatives only as

potential hostages and victims for (heir

enemies. You don't w?int every ally to be

only a liability in (be end.

CAUSES HAVE EFFECTS
Perhaps the most straightforwardly organic

way to tailor the campaign around the PQs

uses (he “third option" mentioned in the

Chicken or the Egg sidebar. The campaign

goes fairly normally for a while, but some-

thing that the PCs do causes things to sud-

denly focus on them specifically.

When the PCs defeat the evil cult of

the rat god, the surviving ru I Lists hire

mercenaries and assassins to slay the

characters.When the PCs depose the trii

tyrant, the formerly oppressed people

of the land turn to them for leadership.

When the PCs fail to stop the troll queen

from stealing the helm of alacrity the

townsfolk take the characters' belong-

ings and run them out of town.

If the comic book adage is, "with great

power comes great responsibility/ then

the PPG corollary is. ' with great deeds

comes great attention/ When the PCs

act. whether it's as heroes, villains, or

jus
l
gold-hungry mercenaries, they're

going to become a part ofthings-~parl

ofthe plot arc itself It won'tjust be NFCs
acting upon NPCs, but NPCs acting qn

PCs. NPCs will spy on them, attempt to

on (maneuver or i rick ibem, attempt to

ally with them, attempt lo bribe them,

attempt to steal from or betray them*

and even attempt to kill them.

EQUAL TIME
It's important to make sure as you plan on

howto put the PCs at the center ofthings

that you don't make it so that the cam-

paign favors one PC over (he other. While

books and movies often have a star or cen-

tral charac t er and a number ofs u p parti ng

roles. that’s not the way RPGs work, Every

PC is ibe star, and the group works as a

team. It's not fun for everyone else if one

PC is the sole locus of the campaign,

So tb^ii means even if you decide that

one character is destined to be the new

queen (whether she knows about it or not^

while the other characters are "just
1" adven-

turers, you can still also focus plots and

Scenarios On them, using different kinds of

hooks, Tli e important thing is that all the

characters get the same amount of atten-

tion* even ifit is for difterent reasons. One

of the future queens friends might have a

sister who needs help protectmg a caravan

from wyvem- riding bandits, while another

might need to return to his people in their

underground city to find I he murderers

who slew his mentor.

In a way think of your game as an epi-

sodic television show with an ensemble

casL One week, the episode focuses on one

character, but the next* attention is drawn to

another, and ihe week after that the entire

cast acts together wilh equal emphasis

In short, the whole idea behind the char-

ade r-ccnlric campaign is to put the spot-

light on the PCs as much as possible ;md

make them feel connected to the events of

(he campaign. Just remember to divide the

spotlight time equally and ensure that all

players feel equally connected.

Next Time: Managing (he flow of

information.

Monte Cook is rhe author of she Dungeon

Master's Guide. Check hh publish ?ng

company MnJhmuDc Press, af monicrokoom.
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bcnevcr a group of

adventurers needs

t know some fch i ng

they cannot easily find out, they usually

ask a sage. Sages can analyse i ts scrip-

ts on s r give lessons in monstrous anat-

omy, or research the history and pow-

ers ofan artifact the PCs have liberated

from .1 ruin. But though the aged wiz-

ard with a tong beard is a genre staple,

he is far from the only sort of scholar

the PCs can encounter, as the following

examples demonstrate.

THE ANATOMIST
Dorrin Half-axe is a student of nature

in all its forms, especially those forms

that squirm and wriggle and think of

humanoids as food. Though he's not

tong on book learning, this dwarven

ranger knows dozens of things about

aberrations and other obscure mon-

sters. His forest cabin is filled with

trophies he’s taken from defeated

foes, which he uses to illustrate eso-

teric points about monstrous anat-

omy. While the squeamish might

not appreciate being spattered with

gore during the course of a demon-

stration. Dorris believes the best way

to learn about your enemy is to cut

them open and see what makes them
tick. This belieThas earned him quite

a few scars,

# Dorrin Half-axe, male dwarf

ranger 6: CR 6; Medium humanoid;

HD GdS+i8; hp 481 Init +2; Spd 20 ft.;

AC 17, touch 12. flat-footed 15; Base Atk

+6: Grp +9; Aik +11 melee (id1 0+4^3 ,
+1

dwarven ivurdjcr); Full Atk -H9/+4 melee

[idio+4/*3, +1 dwarven waraxe) and +S/+3

melee (rdG+a/jij, +1 Jwmdfljce); £A favored

enemy (aberration +4, magical beast +2),

spells; SQ darkvision to ft,, dwarf traits,

wild empalhy +6- AL KC; SV Fort +S, Ref

+7, Will 4-6; Str 16, Dcx 14, Con 16, Int 13,

Wis 14, Cha 6,

Skills: Handle Animal +7, Knowledge

(dungeoneering) +13, Knowledge (geog-

raphy) +10 r Knowledge (nature) +10, Lis-

ten +u, Spot +H. Survival +13.

Fnils; Endurance'1

, Improved Two-

Weapon Fighting*, Iron Will, Still Focus

(Knowledge [dungeoneeringj), Tracks

Two-Weapon Fighting11

, Weapon Focus

(dwarven wasraxe).

Common. Dwarven, Under-

Common.

Ranger Spells Prepared (caster level 3):

1st

—

longstrider
Y
pass uhthouf trace.

PbsjesjioFis: +1 chain shir/, +1 dwarven

wamxe, +1 handout,

# Slither
r
Medium viper a nlma3 com-

panion: hp 18; Monster Manual 2B0.

THE SELF-TAUGHT
APPRENTICE
MelSara Vellis was ecstatic when her

elder brother Stephen, the local bar-

on^s court mage, agreed to take her on

as an apprentice. She was somewhat

less pleased when she discovered that

Stephen couldn't explain to her how
he cast Spells. While Stephens library

was filled with arcane tomes, he hardly

ever looked at them, and the more

Mcliara heard him talk about magic,

the more it became clear that her

brother wasn't a proper wizard, but a

Softheaded sorcerer.

Undeterred, Mcliara availed herself of

her brother's library, studying wizardry

and gaining esoteric knowledge. She

greets characters that are referred to Ste-

phen's tower warmly, and tells them that

her brother is quite busy and unlikely

to answer their questions. Still, if they

tell her what the problem is (and maybe

slip her a little coin), she might be able

to convince him to look into the matter-
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As Meliara is far more knowledgeable

than Stephen, she does all the actual

research. The money she takes in goes

to expand her brother's extensive library,

which grants her a +5 circumstance

bonus on all Knowledge checks.

IfMel iara is threatened or injured, her

brother is certain to exact retribution.

t Median Vellis h female human
wizard 7: CR 7? Medium human-

oid; HD ydg; hp 19; Jnit «; Spd 30 ft;

AC 15, touch 12, flat-footed 14; Base

Atk +3; Grp +z; Atk/Full Atk +a melee

(ldg/io-zo, dagger); SA 5 pc Us; SQ sum-

mon familiar; AL LN; SV Fort +2 Ref

+3 Will +6; Str 8, Dev 11, Con 10, Int 19,

Wis 13. Cha 14.

Skilh; Concentration +io, Decipher

Script +17, Knowledge {arcana) +17,

Knowledge (history) +14, Knowledge

(nobility and royalty) +-14, Knowledge (the

planes) +17, Spellers ft +t6 -

Feats: Craft Wondrous Item 11

. Magi-

cal Aptitude, Scribe Scroll
1

*, Skill Focus

(Decipher Script), Skill Focus (Knowl-

edge [arcana]). Skill Focus (Knowledge

[I he planes]).

languages: Aquan*Common, Draconic,

Ignan.Terran,

Wizard Spells Prepared (caster level 7):

o—detect magk (a), message* read magic,

1st—comprehend languages, expeditious

retreat, idenfijfy (2), unseen servant, 2nd—

-

Windii ess/dect/ness (DC 16), detect (hou^kts

{DC 16\ fox's cunning 3rd

—

deep slumber (DC 17), dispel magic, sug-

gestion {DC 17k 4^h—dimension door,

scrying {DC 18 ).

Spdtbooki o—all, 1st—comprehend Ian*

guages, charm person, expeditious retreat,

ideniijy, mage armor, magic miss sir, unseen

servant znd—arcane lock, blindness/dea/-

ness, defect thoughts, fox*s cun pi rag, tmnsi-

bility krioet, scorching ray; 3rd—deep slum-

ber, dispel magic, explosive runes, frehaU,

suggeshon; 4th—detect scrying, dimension

door, scrying.

PosessJcms: Bracers of armor +3, pearl

of power (1st level], 3 polions of rune light

wounds, poison of shield offaith, ring of

protection +1.

t Stephen Vcllis, male human sor-

cerer 12; CR i2; Medium humanoid;

HD ud4+24; hp 55; I nit +2; Spd 30 ft,;

AC 17, touch 1.3, flat-footed 15; Base Atk

+6; Grp +6; Atk +7 melee (id6, master-

work shorts pear); Full Atk +7/+2 melee

(ulG, masterwork shortspear); SA spells;

SQ jummom familiar; AL CG; SV Fort

+6, ReT t6 < Will +14; Str 10, Dex 14,

Con 14, Int 10, Wis B
r
Cha 22.

Stills: Bluff +21, Concentration +17,

Spc Lie raft +15,

Feois; Combat Casting, Force of Per-

sonality*. Greater Spell Focus (evoca-

tion), Greater Spell Fenetration, Spell

Focus (evocation). Spell Penetration,

* Force of Personality (from Complete

Adventurer) allows Stephen to add his

Charisma bonus instead of his Wisdom

bonus to his Will saves.

Language: Common,

Sorcerer Spells Known (6/7/S/7/7/6/4;

caster level n; +B ranged touch); 0

—

arid splash, arcane mark, detect magic,

disrupt undead, fight, mage hand, presti-

digitation, ray gfjroif, read magic, sst

—

burning hands (DC 19), cause fear (DC

17),, mage armoF**, magic miss dr, shield;

2nd—<aftgrace, MeJfs acid arroiv, mirror

image, scorching ray, web (DC tS); 3rd—

dispel magic, Jiy» lightning boll (DC 21),

prafeciianjrom energy; 4th—greater invis-

ibility, phartfcssmaJ killer (DC 20}, u'alf of

jire; ^th—cane of cold (DC 23), teleport;

bth—chain lightning {DC 24},

**Already cast,

Possessions: Cloak of Charisma +g r

metamagic rod (lesser empower^ ring of

protection +i r

THE ANCIENT HERMIT
Ranulf the Pedant has worshiped Roc-

cob all his life, but after centuries as

the head librarian at a major temple

he grew tired of the incessant ques-

tions asked by fellow priests and wor-

shipers. Distancing himself from the

church's hierarchy, he has spent the last

few decades as a hermit* living near a

mountain village and pursuing his

Studies in solitude.

Ranulf is a treasure trove of infor-

mation^ but he is also antisocial and

detests the ignorant. If characters visit

him and ask for help, Ranu If tests them

with questions that only students of

the esoteric and obscure could pos-

sibly answer (DC 2$ to DC 30 Knowl-

edge checks). If a character impresses

him by answering one of his questions

correctly, Ranu If quizzes the PC on

related points, growing more excited

if the character continues to answer

correctly or debates his conclusions in

a convincing and intelligent manner.

Though he would never admit it, Ram
ulf is lonely. He would be pleased to

help anyone knowledgeable enough to

pass his tests.

^ Ran ulfthe Pedant, male elfcleric

7/exprrl 6; CR 12: Medium humanoid;

HD 7dS+iS plus 646+12; hp 72; Init +3:

Spd 30 ft.; AC 2i, touch 13, flat-footed

iS; Base Atk +9; Grp +10; Atk +11 melee

(tdS+i, +i mornings for); Full Atk +11/+6

melee (idSi-2,1-1 momimjjtaJ'): SA spells,

turn undead; SQ elf traits, low-light

vision; AL N; SV Fort +n, Ref +io,

Will +11; Str 12, Dex 16, Con 14, Int 20,

Wis i&, Cha 13,

Skillt: Concentration +12, Knowledge

{arcana} +21, Knowledge (architecture

and engineering) +10, Knowledge (dun-

geons ring) +io, Knowledge (geography)

¥24, Knowledge (history] +2i. Know ledge

(local) +10, Knowledge (nature) +10,

Knowledge (nobility and royalty) +io,

Knowledge (religion) +24, Knowledge

(the planes) +10.

Feats: Combat Casting, Combat Exper-

tise. Great Fortitude., Skill Focus (Knowl-

edge [geography]). Skill Focus (Knowl-

edge [religion]).

Languages; Celestial, Common. Dra-

conic. Elven, Sylvan.

Cleric Spells Prepared (caster level 7);

0— defect magic, detect poison, mead lag

{2), purify food and drink (2); 1st—-Bless,

comprehend languages* endure elements,

Nptvl's magic aura 0
,
sanctuary (DC

i$)
t
shield offaith; znd—augury, detect

thoughts 2
* (DC 16), gentle repose, lesser res-

loraHon, spiritual weapon; 3rd—createfood

and water, dispel magic0, invisibility purge,

protection from energy; glh—air walk,

discern lies (DC 19), divcnaEion0
,

!>; Domain spell Domains: Knowledge

(all Knowledge skills are class skills, cast

divination spells at +1 caster level). Magic

(use spell completion and spell trigger

items as 3rd-lcvel wizard).

Posessioos: +2 glamered chain shtrf, +1

momingstar, headband of intellect +4. ring

offorce shield. ^
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CAMPAIGN WORKBOOK THE CITY

ut every stall in the market

sells swords and tomfool

poles. The bustling trad'

cr's wagons tarry all kinds of curiosities

and unusual trinkets. Whether I he PCs

are heading to the potion shop or just

passing through the market square, here

arc loo stalls to add a bit ofcolor to their

visit* In most cases, no prices are listed.

Assume that everything is sold at about

the same price as an equivalent item in

the Player's Handbook

d% Vendor

i Tasty mea t pies made i n the shape of

otters. Delicious!

i Bows carved with the likenesses of

swaus. Everyone is buying them!

5

Giant spider silk, the ideal rope. This

h giant spider iitt. n comet in it hfltf,

and just stfAI to itsdft and possibly to

whomrivr pulls it out.

4 Amuse all with my glove-puppet

olyughs!

5 Painted shields ofall sizes: you name

it. wc paint it.

6 Statues of griffons with moving

heads.

7 Luxury leather carriage seats: keep

your seat sweet.

ft Colored rope, handy for all occasions

9 Four-pint pewter mugs carved like

dragons, for people with a dragon-

like thirst!

to Huge candles designed to bum tor

weeks, very useful.

ii Spades, shovels, and picks! A proud

spade setter wJro takes insults to hte

floods pirsonaUy,

ii Who dares buy my purple worm
whistle?

13 Outrageously colored velvet robes,

the latest rage at court!

14 Wear a wig and look quite big. Wigs,

fromfunctional to ihc mart iind ridiculous.

15 Scabbards with silver filigree depicting
beasts. Every hero needs one!

16 Fol dable largc weapon Stan d s: be t h c

envy ofyour Friends.

17 Stuffed stilus to hurl at your enemies,

tft Breastplates with gargoyle faces

carved on them, all sizes available!

19 Mulled cider and wine to warm

your bones,

10 Castle cakes. Cakes that look like castks

hut taste fake henry.

zi The very latest in belts, gray leather.

22 Owlbear pelt scarves; you'll be cold

without one!

7,3 Be the envy of your friends wiib a

dire rat trap!

24 Lost? Then why not buy a horn,'

ing badger! Guaranteed to End

their way home. They do, an hour

after purchase.

15 Wholl buy my 1 ovcly swee t-mcals ?

26 A home isn't a home without a hip-

ptigriff weathervane.
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*7 Cabbages, specially imported, Bui

not reflJIy.

18 Husiiy sword? Use my mi rack doth

to keep it dean. Art oily rag scented

ivitb perfume,

Z9 Keep beholde i* iVom you r doo r wi th

this special repellent*

jo Gu ara n teed d ragon bones,

31 Scented oil lamp^ Set your parlor

be fragrant.

36 Herbs and spices, everything in

one place!

33 Light the way with my candle helm.

Watch outfar burning eyebrows*

34 Lost your voice, can't be heard? Buy

one ofmy megaphones!

35 Dire ferret skin si Who1

1L buy my d i re

ferret skins?

3O Certified musical sheep! Pun pipes

shaped like sheep.

37 Toffee apples' who wants my toffee

apples?

38 Sledges for sale, going fast!

39 Battling medusas? You can't go

wrong with a mirror helm! Yes you

ran, because they don't work.

40 Toby jugs, shaped like your favorite

woodland creatures: badgers, stoats,

and rabbits!

41 Buy a folding seat and relax where

others can't* Unless they have a rock or

the ground (a sit on.

.41 Hammocks tor s^e, all colors, all sizes.

43 Who'll buy their child a pet newt?

Latest craze at court!

44 He a star with your own miniature

theater! Comes complete with stick

puppets, a puppet horse and minia-

ture theater.

45 Homely, repulsive, scarred? Try my
guaranteed dryad powder and get

ready to fight them off! Alas, but na

40 Scare off swarms of all description

with my magical incense. Which is

jus! normal incense in afancy box.

47 Don't lose your quart, buy a manacle

tankard!

48 Fan cy pa vi lions an d ten t s o fa I L si zes

and colors,

49 FuH i ned helms for tb e warri or who

wants to battle in comfort.

50 Wooden swords for sale, all types,

practice in safety!

51 Hand bells for saEe*

51 Get noticed! Get a Gloyd^s ruff!

53 Get noticed in battle, buy a person

flag! Aflag that itirks out ofa backpack

and tench 10Jill outfrequently.

54 Go unseen at night with Gplids

darkmagic body paint. HoLiutered coal

if! a bay,

55 Muffins! Fresh muffins] Cinnamon

and clove!

56 Spicy ale for sale.

57 Arrows; nice and pointy! The owner is

u/taii'pre that a portion ofhis arrows art

masterwork.

58 Gaits and wagons, brightly painted,

guaranteed sound. Nope.

59 Brie a brae. There is a 10% chance that any

Players Handbook item worth up (a lo

gp can hefound hirefor one-third price.

60 Qwlbear beaks, guaranteed protec-

tion against scurvy! WriJ, no protection

against anything, really.

61 Powdered carrion crawler, cures

warts instantly] Not carrion crawler,

not turaHve
T
smell like nellies, an h'ta

rw»ki, are nettles,

6z Buy your love a rose that never dies!

1hat's because It's a picture ofa rase.

63 Fancy lantern silhouettes, casts the

shapes of bears, wolves, and hydras.

64 Be mighty with a fear helm. Helms

with silly angryfaces painted on them,

65 Wings that work] Instructions: go to

a high place (say, a mountain)jump,

and stretch those wings. Soon you'll

be flying like an eagle. And plummet-

ing like afool withfake wings.

64 Ge t tired easi ty?Then buy Do n kin's

Easy Bucket, with the "hole that

makes ii lighter."

67 Know which bolts and arrows hit

with my color-coded feathers,

68 Big appetite? Buy a hefty plate, a

tin plate for the adventurer with a

big hunger.

69 Dried flowers for sale, all sorts,

Last forever,

70 Wb ce I barrows for sale
,
ve ry h andy.

7* Magic mirrors, look m them and

look better] Agname mirror salesman 1

urha can't stop admiring himself

71 Cow be lls! C lea r-sou nding eowbelJsJ

73 Kittens for sale Buy one for the kid-

dies today!

74 Foul facial diseases be-gone with

Ramsey's Belker Mist. Simply rob

the mist upon the face and watch

[hose unsightly boils vanish. Empty

jar, empty promise.

7 5 Have a l'1 evejMaltooJ Clever- tattoos are

painless and visible cmly la tfevef pcopfr.

76 Scxis Elixirs, cures for all. Sometimes

an actual pofion or hup turns up art this

stallJar a very Iota price,

77 Maps! Maps ofthe world! Maps made

up in an inm

78 Armor oi I
,
kee p i E sh i ning brigh t!

79 Pasties* meat pasties, nice and spicy!

80 Cockatrice eggs! Well, goose eggs

painted red.

81 Cheap armor, highest quality!

Stolen armor,

Zt Nc t tie ale by the barrel S

53 Poles tor all occasions. A lo-footpole

salesman offers tunning variations, such

as n-foot and g-fo&t pedes-

54 Fiendish frogspawn, adults can be

trained! Nat when thcjfrt not crol,

they ca^t

85 Cartwheels, spare cartwheels-

86 Pig trotters, fresh cooked today!

87 String, string, string]

88 Chalk: highest quality, imported.

89 Cure smelly feet with minty-rub!

Mini, infact.

90 Hear everyth ing with an ca r t rutnpet.

91 Trunks for sale, all sizes, wooden

and iron,

9a Sandals, all sizes* a free wooden

spoon with every paid

93 Roper extract, see those muscles

grow, Dried basrwri that ioob, tfltftfj,

and ads like dried biscuit,

94 Make everyone happy with your

own smiling moon face! Masks ofall

descriptions.

95 Runged rope, the latest craze! Depend-

ing 0a quality, this rope could give a +1

circa mstanre bonus an Climb chfrffs or

impose a -5 penalty when the metal rungs

Jail out as Jhey are stepped on,

96 Walk like a cat with tigerboots.

Boots until sqfi S0ifS that Jail apart

within a week.

97 Oranges and lemons* fresh in today]

98 Make a noise, buy a drum. Drums of

alt shapes and sizes.

99 Genuine blessed items. Fata bones

and abject*Jrom saints ofallfaiths.

100 Cuce all wounds with doaker-cure*

the magic oil made from doakcr fat.

Oil. Ihsjusloil el
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CAMPAIGN WORKBOOK THE DUNGEON
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.

0 BY KYLE HUNTER

,

I
n a world ormagic, treasure maps

come m .ill shapes and sizes,

Items with their own intrinsic

worth can also point the way to even

greater riches, making them doubly

valuable. Each of (he items detailed

below may appear in a treasure hoard

as a valuable object in its own right.

However, each one also serves as a

guide to even more fabulous loot r

although this may not be obvious at

first glance.

TALAXA, THE GUIDING BLADE:
This finely balanced +r foreword

bears its name in Riven runes snak-

ing across the upper portion of the

blade- Three thumbnail -sized chunks

of irregularly shaped crystal adorn its

copper hilt. Sometime in ihe distant

past the sword was enchanted with sis

permanent magic mouth spells. The

first activates whenever anyone holds

the sword and speaks Sis name aloud.

Speaking in fc'lven, the magic sword

offers a cryptic riddle that [if deci-

phered] leads to landmark such as a

waterfall or a mountainous ravine. At

this landmark the second magic mouth

activates, offering up a clue to yet

another location. The sixth and final

clue, found only after deciphering

all the other magic mouth spells and

locating the landmarks they point to,

leads to a carefully hidden dungeon

filled with the treasure oT an ancienl

elven king.

Faint illusion; CL 10th; Craft

Magic Arms and Armor; Price G.joo;

Weight 4 lb f
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SCARAB OF ORIENTEERING
This Liny, exquisitely fashioned obsid-

ian statue of a beetle animates when-

ever it is placed upon a map or any

other two-dimensional representation

of an area. After crawling over every

inch of the map's surface (cohering

about one square foot each minute),

it immediately settles upon the spot

that exactly corresponds with the tomb

of a long-dead theocrat. If the map
does not include this spot the scarab

crawls off it and, following Che scale

of the map precisely makes its way to

where the tomb would be if the map
were large enough. The scarab moves

in a perfectly straight line, ignoring

water, fire, and similar hazards. It may
even burrow through solid objects at

the rate of 6 inches per round. Once

it reaches this spot. Or if picked up

before it completes its task, the scarab

becomes inert until once again placed

upon a map.

Faint divination; CL 3rd; Craft Won-

drous Item, JiHuife object Price 10,800 gp;

Weight 1 lb.

JOTUR THE IMPRINT MAKES
This +

1

lujr FllJm fn er was fashioned as

a crude depiction of a dragon's head

and made from jagged granite fixed to

a stout wooden shaft tightly wrapped

in leather cords. When the hammer
scores a critical hit, it inflicts a very

unusual wound. In addition to the

damage caused by the impact of the

hammer, the dragon's head briefly

animates, leaving a strange bite mark

on its victim as it shouts out its name
in an archaic dialect of Giant. While

not doing any additional damage,

this wound, which covers exactly one

square inch, displays a single square

from a larger map. By carefully cut-

ting these squares from the flesh of

his enemies the wielder of Jplur the

Imprint Maker may piece together a

treasure map leading to (he burial

chamber of what the map calls "the

grandfather of earth shakers^ When
fully assembled the map is a perfect

square. Depending upon the amount

of time you want it to take to assemble

the map, ft could range from a 4*4-

inch square (requiring 1 6 successful

critical hits) to an SxS-inch square

(requiring 64 successful critical hits)

or even larger. Each time the hammer
passes to a new owner it starts over

with the flrst square in the map.

Faint illusion; CL 3
rd

; Craft Magic Arms

and Armor, minor iffiagr; Price 5,900;

Weight 4 lb.

HORN OF FOOTSTEPS
This beautiful horn has been carved

from the gleaming ivory tusk of some

great beast. Sounding this brass-bound

war horn emits a mournful howl that

echoes across the landscape. Audible

for miles, and possibly attracting the

curious or perhaps simply the hun-

gry, the horn also creates the outline

of strange green glowing footprints

with each note. -Clearly visible to any-

one nearby, these footprints stretch

offinto the distance at about Ihe pace

of a running man, winding their wray

around natural obstacles, skipping

across river stones* always providing

the most direct overland route to their

destination. Since they fade away after

about a quarter of an hour the ow ner

of the horn must use it regularly in

order to continue to follow' the foot-

prints. The footprints set a rugged

pace, demanding hardiness and vigor

from those following them, and they

seem to resent guiding those unable

to keep up under their own power. If

the owner of the horn attempts to take

any sort of“shortcut*" whether riding a

horse, casting a jly spell or something

similar, they fade more and more rap-

idly. An owner who does not repent

and return to following the trail on

foot eventually must blow the horn

each round to summon the footprints.

This exertion puts Ihe owner at risk of

becoming exhausted, requiring a DC 15

Fortitude save each round in order to

continue. If followed, these footsteps

eventually lead to the entrance of a

hidden dungeon created by a wizard^

ranger who despaired of finding a wor-

thy heir in his own lifetime,

Faint divination; CL 3rd; Craft Magic

Arms and Armor, silent \otat€

object; Price 71600 gp; Wright 5 lb.

DECK OF PORTALS
Feared by many as the dreaded dcfl:

of many things, these cards posses a

different, yet still formidable magical

ability. Slightly chill to the touch, they

make audible crystalline clicks when

shuffled together, while their faces

bear all the traditional images of the

deck of many things. However, anyone

using these cards to read the future

discovers that the cards have the abil-

ity to alter their appearance when

dealt. The first three cards laid face

up before the dealer offer three dif-

ferent visual clues. Each of these clues

depicts a prominent nearby landmark

such as a mountain, island* or castle.

Should the person who dealt these

cards burn or otherwise destroy the

appropriate card at each landmark,

an extra-dimensional gate opens at

(he exact center point between the

three. This gate remains open for 24

hours once it appears, gradually fad-

ing away in the last hour (at which

point the three destroyed cards reap-

pear in the deck). The gate leads to

the long forgotten meeting hall of a

powerful league of arcane spell cast-

ers. All other methods of eniry have

been lost through the ages. Once the

three landmarks have been set they

always appear in the same order to

the dealer. Only the successful open-

ing. and subsequent closing, of the

gate allows the entrance to shift to a

new location.

Strong conjuration; CL 13th; Craft

Wondrous Item, MorfffnfcaiFirn's mag-

nificent mansion* Price 183,000 gp:

Weight 1 lb.13

JUME 2005 DUNCEON 101



CAMPAIGN WORKBOOK THE JOURNEY

THE LFtnn
0 8Y RUSSELL BROWN

,

0 BY KYLE HUNTER.

t
n true wilderness, there is no law

except kill or be killed. On the

fringe of the wild, however, the

laws of civilization can be found in the

men who travel there to hunt or gather.

Order in the borderlands is upheld by

the loners, conscripts* and. adventurers

that are attracted to the natural world.

There a re neve r t nough ofthese lawme n t

so they carry out their duty with single-

mindedness, ollien ignoring crime out-

side their jurisdiction or not their con-

cern. This article presents a handful of

frontier enforcers, ready tojump to your

PCs
1

defense if they're attacked by brig-

ands or to confront them if they break

the law of the land,

FOREST WARDEN
Warden Jeris Therpol (LN male half-elf

ranger 8] is a loyal subject oRhe local ruler.

He protects a broad forest, far from the

nearest city but a valuable source of rare

resources and a popular recreation spot

for wealthy nobles.Warden Therpol is very

thin artd covered in lighUayered clothing

of natural colors. He avoids contact and

conversation with strangers unless such

is required to carry out his duty.

The warden patrols his forest, track-

ing down poachers with his animal

companion—a dire weasel named

Ventch (see Monster McmimJ 65). He is

mainly concerned with poachers hunt-

ing for profit and probably ignores the

foraging of a small, traveling band of

PCs. Hess also on the watch for illegal

settlements on his lands, discouraging

anyone not granted an official charter

by his lord from selling down perma-

nent roots. Common crimes against

travelers that do not threaten his forest

are not his concern,

Every five days, Warden Therpol

returns to a large walnut tree near the

edge of his range. There his lord's men
can find him lo deliver messages or take

custody of prisoners. Local citizens also

come to the Sree to lodge complaints.

Though he represents the law ofcivi-

lisation, Warden Therpol operates on

its fringe. When challenged, he fights

to kill. He is sometimes reluctant to

trust his captives to prosecution in the

towns, so his justice can come swiftly,

without process. He is fond of tying

captives lo ant-infeslcd trees until they

become docile.

HUNTSMAN
Ifwealthy nobles and merchants want to

bring home respectable trophies from

their hunt* in the open hills and forests,

they hire Black Lorust(CN male human

expert 6, Track [Survival +12]} to lead

them. Hr knows every animal run and

refuge and owns the best -trained hounds

in the region.

When a fugitive from a town or city

escapes to the wilderness, the job of

tracking him down also tails to Lorust

His knowledge ofthe surrounding lands

and his hounds give him an advantage

over most criminals (up to two dogs can

make aid another tracking rolls to help

Lorusl,sec ihe Pluyrfs Handbook 6s),

Lorust is a short, unkempt, stocky man.

Sometimes mistaken fora dwarf His fewr

friends like to say that he relates belter to

dogs because they're closer in height and

have similar grooming habits.

WILDERNESS ROAD TOLLMEN
Awnys Halftooth (LN male human
fighter 4) is a tollman that works for the

Eastern Banshee trading company, lie,

his deputy Herm (LG male human war-

rior 2)1 and a priest ofFharianghn named

ScxTsttl (LN female dwarf cleric 4) collect

tolls at a checkpoint along a wilderness

road between a small trading town and

the nearest city.

Awnys is a muscular man with curly

black hair who would be quite hand-

some if he wssift missing half his teeth.

He does his best to present a tough

image, but ifhe gets excited he whistles

when he talks.

Ihe toll at the station is % cp per trav-

eler, horse, or carl. About half of this

money goes back to the local ruler to

help maintain and protect the roads. A

third goes to the temple of Fharlanghn

in the city. The Eastern Banshee trading

company keeps whatever is left.
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If a well-armed party refuses to pay

the loti, Awnys allows them to pass, but

makes sure Renn gets a good look at

them. Renn keeps a light warhotse in

a small stable just olfthe road, and he

uses it to ride ahead of the toll viola-

tors to report them to the watchmen at

their destination.

BORDER GUARDS
Reale £olago {LG male human aristo-

crat 6) commands a small border fort

on the road between two nations. He

is the son of a noblewoman who has

been accused of withholding taxes from

her lord. Peale volunteered for the bor-

der post to separate himself from his

mother's troubles and to begin rebuild-

ing his own repniation. He has been at

his post only two months, and his men
(five human warrior i) already despise

him For his soft upbringing,

Peale and his men are charged with

inspecting travelers and cargo passing

along the road. Peale makes sure no

one enters with diseased animals or

any kind of illegal substance. He also

checks the left forearm of any suspi-

cious travelers entering or leaving the

country for a special tattoo used to

mark convicted criminals.

If the garrison is stacked, the border

guards send a warning lo the rest of the

army. Peale uses homing pigeons, a cou-

ple of fast horses, and a signal fire atop

the small keep to spread the news.

WATER BAILIFF
Captain Laren Leewader {LG human
ranger 6, Profession [sailor) +10) is the

water bailiff for the rivers and canals

passing through a dangerous wilderness

area. His job is to insure the safety of the

boats and barges passing through. He is

captain of the Sylph, a two- masted ship

with four crewmen (human commoner

2} and two soldiers (human warrior 3).

The ship is equipped with a ballista

(Dungeon Master's Guide too) mounted

in the bow, and another in the stem- The

ship is also equipped with four oars used

in unfavorable winds.

Only Captain Leewaderis dark eyes,

crooked nose and thin, sun-chapped lips

show through his bushy hair and beard.

When he's on deck,. his keen eyes watch

the banks and the river ahead for trouble,

and he has little tolerance for idle chat-

ten His animal companion, a crocodile

(Monster Manual 271) named Jealousy, is

never far from the ship.

Captain Leewaderis main concern is

keeping the waterways open, but he is

willing to put his ship and his men at the

disposal ofthe local sheriff and wardens

to fight land -based lawbreakers. His men
respect him and trust his leadership.

REMOTE KEEP GARRISON
Marshall Gharen (MG half-ore fighter

6) is the commander of the token gar-

rison of troops (eight human warrior

2} at SabZi? Keep, a small stone fortress

overlooking a pass far up in the Kills.

He and his soldiers keep ihe pass clear

of bandits. The garrison also provides

some protection to the villages on cither

side of the pass, and the grateful villagers

return the favor by supplementing the

keep's meager food supply.

Gharen makes the rules in the pass,

and he is fond of letting his men and

any travelers know it. He spends his days

wandering the roofofthe keep, watching

the pass below. Two of his men, Reiland

and Steclpoi, are stationed in the pass,

and are ready to stop travelers at Char-

m's shouted command, Gharen seems

to choose travelers at random for inspec-

tion and questioning. If he doesn"! like

their answers or attitude, he sends them

back the way they came.

NIGHTWATCHMAN
In a small frontier village that gets

little attention from the local solders,

has no fort or castle, and cannot afford

to pay a permanent militia, volunteers

like Slate Bliiehone(LN dwarf expert 4)

take turns standing watch at night. He

climbs thee Ride wooden stockade wall

to stand on a thin parapet and scan the

dark fields for trouble. When friendly

visitors approach, he has to climb back

down to act as a gatekeeper, Slate has

little combat experience, so his only

recourse when trouble threatens is to

raise Ihe
U
hue and cryH

" waking all of

the townspeople for a show of force in

numbers. During extended periods of

trouble, the village leaders impose a

curfew shortly after dark to make the

night walchmaifs job easier.

Slate is an amiable, talkative dwarf

when working at his forge by day. On

the nights he draws watch duty, he wTaps

himself in ragged leather armor and

furs and is much less friendly. He is not

shy about voicing his displeasure with

anyone begging entry to the village or

wandering its streets past curfew.j|
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I
n my first Wil Save column, I wrote

about introducing my stcpkids

to D&D, and how excited I was to

share something that 1 loved with them.

Readers have written to ask me how Thie

Big Game turned out. This month, i'll

return to I he days shortly after J wrote that

first column, and give you an update. ,,

February, zoo

q

Several months ago, I sat in a pub with a

good friend of mine who had just found

out his wife was pregnant. We hoisted

pints ofGuinness and ale vinegar- soaked

chips covered with salt. Ah r the reckless

abandon of celebration.

"1 can t believe I'm going to be a lather!

Ym equal parts terrified and emied." lie

said/’You've been doing this fora few' years,

and you seem like a pretty good father
—

"

“Stepfather,"! corrected him.

'Whatever You're a father- figure
"

' I'm more like a backup quarterback

who can get pulled from the game at any

time, but go ahead.'
1

J

lfyou could only give one bit ofadvice

to me. what would it be? What's the most

important thing?
1 '

Now it was my turn to take a long

drink. And then another,

"Forty-twof 1 said, and we both laughed.

"Don't try to be your Idcfs best friend. It s

the single biggest mistaJkc parents make,

Lsve them, play with them, let them know

how much they mean to you, but be their

parent, Thej1 can make friends, but they can t

make parents. That's yourjob,"

1 took another drink,

"And one night, yoifrc going to put

your sweet, loving, adorable child to bed,

and when she wakes up..."

"She'll be a teenager,
w
He said gravely.

"Yep. Teenagers are how the gods pun-

ish you for having scs,"

We giggled, then wc laughed, then we sal

in silence- 1 thought about all the things we'd

let your kid scream in restaurants."

Tm way ahead ofyou on that one." He said.

* * *

That scene replayed itself in my mind

when my stepson Nolan called me from

my wife's cell phone the day I was sup-

posed to fake him and his brother into

their first du ngeon.

Nolan had a lot of homework, and

he was worried,
+
1 have ,i fifty-two word

vocabulary test tomorrow, and 1 have a

math challenge," he said. ''But I really

want to play Dungeons Dragons."

"Tame to put on the parent hal.
J

'

I thought.

“Well. Nolan, I really want to play, Eoa

But homework comes first. 1 don't want you

ruing through your work to go play with a

friend, and 1 certainly don't want you to race

through your homework to play with me."
1

"But when can wc play?" He said, "Tm
not with you and mom this weekend

"

"We'13 play next week* I said, "III use

the weekend to study (he DM'y Guide

even more
"

Secretly, I was relieved. Among the

three of us, I bet 1 was the most excited

to play, but 1 didn't Feel ioo% prepared. I

could use a few more hours ofstudy, and a

few more simulated battles- 1 wanted this

game to be awesome for them, so they'd

want to play again. 1 was only going to get

one chance to make them gamers, and I

didn't want to blow' it

"Will you help me study for my test?"

"You beL'lsatd.

"Okay! Well, I'll sec you when we get

home, I love youf

Fven though he's twelve, Nolan is

quick to tell me he loves me, never shies

away from holding my hand when we

go places together, and always gives me

long, warm hugs goodbye, even when

w'eYe at his school.
11

1 love you too, Nolan." I said. 1 really*

really do.

Moments after 1 hung of the phone, it

rang again.

"Wsl? It's Ryan."

“Hey, Ryan. What's up?
11

“Are we still playing D^D tonight?*

*Wdl^
"'Because 1 have way top much

homework,"

3 told him about Nolan's test, and the

e nsu i ng delay o fgame,

“Oh, t hat's a relief" He said. "Okay* I

have to go. See you in a while.'
1

“Okay. I love you,*

“Love you too" he said.

1 hung up the phone and sat there*

alone at my dining room table, DS^D

maps and books surrounded me. My
dogii Ferris and Riley slept at my feet.

Not bad for a backup QB." L thought,
U
1 think this kid has some promised

February* 2005

It's a year later* and though Ym still a backup,

Vm enjoying the game. My Dungeon Mas-

ter's Guide and Players Handbook are on

my desk, next to pictures of the boys. My
bag ofdice sitsjust put ofreach to my left,

where two miniatures are locked in mortal

combat atop a pile ofgraph paper. It's Fri-

day, and I hope, for the ssnd week in a row,

I hat this weekend will be the one when we

finally get the time to play.

Check our Wil
T

sblo$at leilu^ifaJon.nff.
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